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efore we look at the individual tracks and cars that are 
featured in Rush 2, we must get the basics sorted out. 
You need to know how to control the cars, the most 

| effective setup of your control pad, and all the other tricks 

§ you need to become a winner in the world of Extreme Racing 
USA! In addition to these fundamentals, we'll also show you 

| how to use this book so you can get the most from Rush 2: 

4 Extreme Racing USA—Prima’s Official Strategy Guide! 


NE AIRTEL 


OPTIONS 


To begin with, you need to select one of five options. Let’s take a 
look at each: 


PRACTICE 

Select the practice option and you can race on any of the tracks 
you have uncovered—in any of the vehicles you have uncovered. 
Obviously, when the extra tracks and cars are uncovered they 
become available here also, but you must first uncover these in th 


This option allows you to compete in a single race. You can use 
any of the tracks you have uncovered and any of the vehicles, 
making it the perfect training ground. As well as the track select, 
you can change race settings such as the amount of fog in the air, 
the number of laps for the race, the number of computer- 


controlled cars to race against, the difficulty setting, and even 
whether you want checkpoints. 


CIRCUIT 


This is the main section of the game. Here you can input a player 
name for yourself, then save your progress to a memory card. 
Once you have created a file for yourself, you have to compete in 
a series of 28 races, accumulating points from each. The options 
for each track (like direction, fog level, etc.) are preset and make 


each race different. This option can be used by one or two players. 


“Circuit” option. You get 999 seconds of practice time, the perfect 
opportunity for honing your skills for the “Circuit” mode. 


RECORDS 

All records for best laps, best averages, statistics, and the like for 
all of the tracks in the game are found here. If you want to check 
out how your times compare to the Extreme Racing USA elite or 


how many keys and Mountain Dew® cans you have collected, this 
is the place to do it! 
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SPEEDOMETER TIME REMAINING 


Setup is where you can change the parameters of the game, 
and consists of several options: 

@ The “Audio” sub-menu lets you fine-tune the sounds of the 
game to your personal taste. If you like sound effects more 
than music, that’s what you can have while rushing around! 


@ The “Options” sub-menu gives you the ability to change 
things like the onscreen radar, the time remaining indicator, 
and pretty much everything else to do with the game. To give 
you an idea of what information is displayed on the screen, 
check out the annotated diagram below. 


@ Finally, the “Controls” sub-menu lets you change the controller 
setup to any configuration you like. The setup we used for 
producing this book is illustrated below. After hours of play, it’s 
the one that we found to be the most effective and easiest to 
use under pressure! 


TIME ELAPSED 


RACE 
POSITION 


RADAR MAP TRACK MAP r 


L: CHANGE VIEW 


C-UP: ABORT 


R: SHIFT UP A GEAR 


C-RIGHT: SOUND HORN 
C-DOWN: REVERSE 


A: GAS p 


2: SHIFT 
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The speed at which Rush 2 is played means that you have very little 
time to think as you play and this means that basic driving skills must 
quickly become second nature. In this section we look at all of these 
skills so you can get a feel for each. You'll be able to develop your 
driving ability from the moment you start to play the game! 


SKIDDING 
There are two main ways to skid or slide the cars in Rush 2. The first 
is to use a combination of the reverse and accelerator pedals. This 
method is quite difficult, as it requires fine control of both buttons at 
the same time, while continuing to use the joystick to steer the car. 
The second method is slightly easier but doesn’t produce such 
extreme sliding: If you quickly tap the accelerator button while 
steering the car, you'll produce a controlled skid that can be sustained 
quite easily. However, as previously mentioned, it’s not as noticeable 
or as useful as the first method. 


Once you have got either or both of these skidding techniques 
perfected, you'll be able to use them to slide around sharp corners 
much more effectively, efficiently, and with more control than before. If 
you deliberately put the car into a controlled skid you can continue to 
hold the <cueet as you move chen the corner, even at high speeds. 
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JUMPING 

As with San Francisco Rush, you 
cannot take jumps at any speed 
you like and expect to land your 
car in one piece. If you hit a jump 
at more than 90 mph you are 


you land. The cars simply cannot 
take this kind of damage, and the 
faster the vehicle the bigger this 
problem becomes! 

As a rule, 80 mph is about the 
maximum speed that you should 
jump in Rush 2. Certain leaps do 
require more speed, but if this is 
the case it’s mentioned in 
individual circumstances in the 
track’s own chapter. 

The other important factor to 


is to keep the car as straight as 
possible at the moment of takeoff! 
If you hit a jump at an angle, this | 
causes your car to move sideways 
while in midair, which makes 
landing safely almost impossible. 
The key is to keep the car dead 
straight as you approach the jump 
and hold this line until you are 
safely airborne. This can be difficult | 
when you're involved in a racing : 
situation, but if you aren’t careful you'll crash! Again, this rule needs 
to be broken occasionally to get some of the game’s collectibles, as 
detailed further on in this book. 


ROAD HOGGING 
This skill is one of the most y 
important in the game, 
particularly toward the end 
of a close race. If you check 
your radar scanner in the 
lower left-hand corner of 
the screen and see an 
opponent coming up 
behind you, you shouldn't ¢ 
simply let him or her i 
overtake you. Weave : 
around the track and block | ——-— 

his or her overtaking maneuvers as best you can. This will only 


work for a while, but if the finish line is in sight it may be all 
you need! 


seer YVR vais: 
After this racing basics section is a rundown of Rush 2's vehicles. 
Although their main differences are in appearance, the cars’ 
performances vary a little, too, plus a few mechanical adjustments can 
be made. 

Next up is the real meat and potatoes of this strategy guide: the 
tracks. Each dedicated track section includes information on the circuit 
layout and the history and attractions of the area for those based 
around a real city. There’s a box of basic facts—locations, checkpoints, a 
race time to aim for, suggested vehicles to use, and difficulty rating— 


LOOK AHEAD 
Anticipating the road conditions ahead is one of the first skills you 
learn when you start to drive a real car, and this is also true when 
playing Rush 2. You must look into the distance and anticipate 
when and where the track is going to turn, as this allows you to 
keep your speed high through the upcoming sections. You need to 
brake late to make the _ — - 
most of your speed, 
but not so late that 
you jeopardize your 
safety. It’s no good 
blindly following the 
other cars in the pack, 
as you could wind up 
making the same 
mistakes as they do, 
and this can only lead 
to poor lap times in the 
later races. 


“VTE ovale aw Nell 
above an annotated map of the track. There’s a general overview of t 
circuit, with notes on important areas, the type of vehicle setup to use, 
and how the track plays when driving the backward route. Finally, we 
have the locations of the golden keys and Mountain Dew® cans and 
how to get them. These goodies reward you with more vehicles. 
Finally, we reveal Rush 2's secrets! This game has many cheat 

codes that give helpful or weird results, but there are many hours of 


racing and key-collecting ahead before you'll need to use them. 


Vitel = Set 
These are the 16 basic cars that you can select from the 
moment you first play Rush 2. They all offer something 


ame The 4x4 truck is one 
of the biggest 
vehicles in the 
game and this 

§ makes it one of the 

toughest. If you 
want to play rough 
and shove other 
drivers around 
while you race, this 
is the baby to do it 
in! On the 


from poor acceleration and top speed, as you can see from the 
stats on the screenshot. Don’t expect to set lap records when 
using the 4x4. 


ush 2: Extreme Racing features 16 vehicles that you can select 
ea from the moment you turn on the cart and five that have to 

be unlocked as you play through the game. These range from 
the super-fast Exotic and equally quick Sportster, to the more laid- 
back driving experience offered by the likes of the Cruiser and Van. 

Each vehicle has slightly different ratings in each of the four 

main areas: top speed, acceleration, control, and drift. In this 
section there's a picture of each car so you know what it looks like 
and, more importantly, you can check out the stats that are 
displayed in the bottom right-hand corner. In addition, we give you 
a brief description of what the car is like to drive and how good it 
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slightly different to the deeming Extreme Racing fan, 
so let's take a closer look... 


BANDIT 


The Bandit is a good | 
all-around car. It’s 
one of the best to 
choose once you 
have got a grip on 
Rush 2 racing. As 
you can see, this caf | 
has a decent top 
3 speed and high 
acceleration rate, 
making it one of the 
faster vehicles off 
— the grid. You also 
have shaitty of control and good drifting ability, which round out 
this well-balanced car. 


} 
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fy The Compact has a 
huge amount of 
drift control and this 
makes it easy to 
slide around those 
§ tough corners. You 
can throw this baby 
around and she just 
seems to keep 
coming back for 
more! The 
§ acceleration and 

ee control are also 
above average, but the dieappottinig top speed makes the 
Compact a little restricting on fast circuits. 


You would expect 
the Concept car to 
be super-fast, and as 
the stats show this is 

§ certainly true! This 

iy vehicle has above 
average acceleration 
and a top speed 

§ that’s enough to 
leave most of the 
other cars standing 
at the grid! 


(_ SELECT CAR |F-, 


rating, which as you can see is virtually non-existent, makes the 
Concept car difficult to drive, so it should only be used by 
experienced drivers. 


ay The Coupe is rather 
similar to the Bandit 
in terms of top speed 
and acceleration, but 
this car hasn’t got the 
4 control that made the 
Bandit so easy to 
drive. However, the 
excellent drifting 
ability helps you take 
corners at high 
speeds, which 
compensates for the 
lack of control and makes the coupe a reasonable all-arounder. 


THE CARS 


gy This huge American 
classic is one of the 
best-looking cars in 
Rush 2, but as you 
would expect from 
its sheer size, the 
Cruiser doesn’t score 
well in the top speed 
and acceleration 
areas. However, its 
hefty weight gives it 
an excellent drifting 
ability, which makes 
it great for sliding around even the tightest of corners. 


y In terms of 
appearance and 
statistics, the Exotic 
is very similar to the 
Concept car we 
looked at earlier. 
Both cars have an 
excellent top speed 
and good 
acceleration, making 
them the fastest of 
all the regular cars. 
However, as with 

the Concept car, the Exotic suffers from poor control and little 
drifting ability. This is one for the skilled Rush 2 racer. 


HATCHBACK 


The Hatchback may 
look like a mundane 
family car but just 
check out those 
stats! You have 
excellent acceleration 
and control, plus a 
drift ability that’s as 
good as any other 
vehicle, even the 
hidden ones! This car 
is quick off the mark 
fone and sticks to the 
road like shee The only minor problem is the top speed, which can 
be a problem on the faster tracks. On the twisty circuits, however, 
the Hatchback is the one to choose! 


THE CARS 


SUBCOMPACT i 


m% The Van, like the 
Subcompact, is a 
vehicle that looks 
cool and has the 
stats to back it 


This is a favorite 
among Rush 2's 
regular cars. It 

looks good and 
handles superbly 


gy This is the “big boy” 
of all the cars in Rush 
2. The Mobster is 
bigger than even the 
4x4 truck, in size and 


It’s got to be said 
from the start: the 
Subcompact is one 
of the coolest 
looking cars in the 


weight. This sheer | —just check out 4 game! Look at the up. It has 
mass means that the that control stats and you amazing control, 
Mobster has one of rating! In soon realize that making it a 4 


the best drifting 
abilities in the game, 
but as you may 
expect this is small 
consolation when 


§ addition, the 
Sedan has good 
drifting ability 
and decent 

§ acceleration. 

res nhc Although it's 
slightly let down by a poor top speed, this car is still a great all- 
around choice. 


dream to drive, 
even on the 
toughest of 
tracks. On top of 
this is excellent 
drifting ability, so 
you have a car that grips the road and can skid quickly around 
turns. Good acceleration is only let down by a poor top speed, but 
this doesn’t stop the Van being a great all-around choice. 


this is also a 
serious racing 
machine! For a 
start, the 
Subcompact has 

~ amazing 
acceleration and drifting ability, making it perfect for picking through 
the other racers and flying around corners. With an adequate top 
speed and good handling, too, this car is an overall winner! 


you look at the poor control and acceleration. 


The good old 
Muscle Car makes 
an appearance, and 
much as you would 
expect, it looks 
great! Just check 
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of the most 
balanced cars 
featured in Rush 2, 


out those classic as you can see fron eee) SEI NI CU Wie "eT ipl 

lines! simply glancing at_ In addition to the 16 regular cars, there are five hidden and uncovered all of the secret cars there doesn’t 
Unfortunately, the stats box on _ vehicles. Four are uncovered by collecting enough automatically mean you can use these vehicles on any 
despite its the screenshot. All golden keys from Rush 2's tracks. This means that you track. The final secret vehicle is your prize for winning 
gorgeous four of the ratings must find the keys on each track individually—just Rush 2's Circuit mode. Let's take a closer look at the five 


: . bodywork, the 
—— — Muscle Car has 
hardly any control, making it tough to keep on the road. On the 


are about average, because you have enough keys for the Las Vegas track hidden cars.... 
giving the Sportste 


=-/% reasonable _ a aa ee 
upside, the sheer weight of the vehicle means that its drifting a © accelerationts RR REAR A LET LEE ETE 
ability is top rank. good top speed, and plenty of control. This is a great choice fal TAXI 


beginner and expert drivers alike. 


a vo Su aigr RE eR TS fee’ Of all the vehicles, 
; the classic American F —_ - meme The Stallion has a 
14 “ Pickup handles the d sleek look that’s 
best—among the similar to that of 
: ’ a regular tracks “ ERE the Sedan, but as@ 
. anyway! The ; . A racing car it’s 
control and drift Sees nowhere near as 


+, & : ratings are way ; 7 good. While its 

me “soc ae ey OPOVe average, f wcctisnas te bodyweight allows 

N ° SS = aa lal truck . wien, for good drifting | 
= wd’ ‘A seem like it’s ° WR seth j ities, the 

‘ : , : St {| - opportunities, t 

o — : running on rails as a ion LS complete lack of 
& >é — wien you take corners. ooo, control means that 

< * The acceleration is also good but the top speed is poor, so the — keeping this vehicle 


Pickup tends to lag behind on the faster tracks. on the track, or even ina straight line, is a task in itself! The 


top speed is good, as is acceleration, but without control, pow’ 
is nothing. 


bad 
a) 
+ 
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16 regular and 
five hidden cars 


rating in both 

: control and 

: = = —— 
one of the best vehicles in handling terms. In addition, the Hotrod 
offers amazing acceleration and a top speed that’s enough to leave 
most other vehicles eating its dust. Simply the best there is! 


Sr 


the game and a drifting abi ‘“ 
you add acceleration and cont 
you get a vehicle that’s great. 


ROCKET 


| Rather than rely on your key- 


collecting skills, this all-new vehicle 


_ only becomes available when you 
place first overall in Circuit mode. 
_ You have to perform well on all 28 
of the races and beat the seven 
_ computer-controlled opponents to 
win the gold medal for first place. 
Your prize is the Rocket! This 


CTAMR 


47 


une ape 
hen you have chosen your vehicle 

f , yOu Can alter a 
number of variables before you begin the race. These 
range from cosmetic features, like the paint color or 


| You choose whether the CPU takes 
control of the gear changes or you 

| do them manually. An automatic 
gearbox is recommended to a 


vehicle has near-perfect acceleration 
fastest machine in Rush 2. Howev 
should realize that the nig 
extreme length and thin body mean it's 


machine. You can drift it 
total lack of control means 
fast tracks such as Hawaii. 


ey 


wheel trims, to more technical stuff like the t 
: | i e of 
tires fitted. Here we take a look at all the satings, 


This allows you to change the 
wheel trim of your car. You can 
choose one of 12 designs to 

| complement or contrast with the 


| Here you can change the main 


color of your vehicle, the color of 
its trim, and even add a stripe 


| down the middle of the 


bodywork, if you really want to! 


| This option allows you to 


change the type of engine fitted 
to your vehicle. You would 


| expect this to have an effect on 


your car’s top speed and 
acceleration, but the difference 


jis subtle. It seems to be more a 


matter of personal preference 


a rather than a technical decision. 


| Here you select the type of torque 


ratio your car has—choose from 
standard, kick, and low settings. 


| As with the “Engine” selection, 


you would expect the type of 
torque ratio to affect the car’s top 
speed and acceleration, but there’s 
no visible change in the statistics. 


| If you choose to modify your 


vehicle’s suspension set-up, the 
drifting statistics and 


| characteristics are affected. It's 


best to leave this at the default 
“standard” setting while you're 
learning how to control Rush 2's 
vehicles. You can choose to put 


THE CARS 
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| Want to change the style of your 
vehicle’s horn? Here you have the 
choice of nine, ranging from a 
sporty one all the way to a truck 
horn! 
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| Changing the tires alters three of 
your vehicle's statistics: The top 
speed, control, and drift ratings all 
vary as you move through the 
* mii different tire settings. The trick 
4 
J 


here is to look at each of the 
settings in turn, assess how they 
alter the car's overall abilities, 
then decide which type of tire 
suits you best. For example, if you want to get around corners 
quickly and don’t mind losing a little “top end,” a tire that 
increases the control of the car at the expense of maximum speed 
would be ideal. Look at all of the tire option, then make the choice 
that’s best for you—just because it works for someone else or its 
the default setting doesn’t mean it will suit you. 


DURABILITY 


bal 


The durability of your car is a 
two-way street. If you choose to 
| increase the durability of your 
vehicle by moving the marker 
‘) further to the right, you toughen 
it up and make it much more 
difficult to wreck. However, in 
doing so you decrease its top 
speed. On the flip side, if you 
reduce the durability of your vehicle it will have a much higher 
top speed but blow up from lighter impacts. Basically, if you're a 
skillful driver you can afford to lose some durability in the 
pursuit of speed, but if you crash too often you'll lose more time 
than a better top speed could ever get you! 


| novice player, since it simplifies 
the controls. As you improve in 
skill, you'll find that controlling 
the gear changes yourself gives 
much better acceleration. 


: . [Lesnisasinaeniomstns — i he “loose” 
vehicle's paintwork. seer et the suspension on t é 
P - setting, reducing the amount of drift the car has; a “tight” 
Suspension set-up increases the drift capability. The key is to work 
out which setting works best for you and your driving style. 
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. MOST EFFECTIVE VEHICLES: CONCEPT, STALLION, 
: BANDIT, COUPE 
DIFFICULTY: NORMAL 

REVERSED 


gue 
hen it comes to racing on Alcatraz, things are 
fairly simple. Two extremely long 
straightaways and some easy, long turns 
make this track the easiest of all the circuits featured 
in Rush 2. You should be looking for at least a top three 
finish each time you race here in the circuit mode. Even 
the coveted first place shouldn't be too hard to get! BUSES AN 
However, when it comes to collecting the keys and CAR POOL! 
Mountain Dew* cans, things get more difficult! For 
example, all four of the Mountain Dew’® cans require you to ONLY 
perform some of the most difficult stunts in the game to 6AM-9AM 
collect them. Some of the golden keys are no easier to MON-FRI 
grab. Alcatraz is very easy to race, but tough to complete 
with all collectibles. 


ALCATRAZ ISLAND 
SAN FRANCISCO, CA 
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HISTORY AND 
ATTRACTIONS 


Nearly everyone has heard of Alcatraz, 
the most famous prison in the world. 
However, there’s much more to its island 
location than meets the eye. Set near the 
entrance to San Francisco Bay, Alcatraz has a 
long and colorful history. : 

The island was once property of Mexico, but a Re ye Se ait e | x 
since the mid 1800s, Alcatraz has belonged to 
the United States government, whose first plan 
was to construct a lighthouse followed by a 
large fort. 

The Alcatraz fort also doubled as a military 


prison. The first inmates were kept in a cell Famous prisoners included George “Machine OT eaten 
below the guardroom, but a few years later they sone 


. 4 wits - 
4 Gun” Kelly, Clarence Carnes, Alvin Karpis, and ; Cfo. 
were also housed in other rooms, due to Robert Stroud, “the Birdman of Alcatraz.” The WATER TOWER 
overcrowding. It was later renovated to include most notorious inmate was big-time gangster Al Ns 
a three-story cell block. Capone 


Eventually, the Department of Justice took Contrary to popular belief, Alcatraz wasn't 
over and added more cells—and lots of barbed “escape proof.” Several inmates got out of the 
. 1 a 
wire! It opened the next year as a state prison but were later recaptured; others were 
penitentiary and immediately gained a never seen again, presumed dead—cold waters 
reputation as one of the toughest prisons ever. strong currents, and sharks stood between 
Mauer neti eran an were inmates and the shore. Once again, an Alcatraz 
hacia fa: ee in the Hole, a prison proved too expensive, and it was shut 
soe a Fae dark, cold cells that down. Alcatraz’s greatest success has been as 4 
edible e offenders from other tourist attraction. It is now one of the top 


prisoners. A Bes BN F ; 
tourist destinations in San Francisco. 
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wee he track set around the famous Alcatraz prison is one of the best 
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Alcatraz features a loop-the-loop section that can be used purely 


ALCATRAZ 


fun. It’s perfect for pulling tricks and showing off, and it’s also the hi 
place for one of the four Mountain Dew® cans, but we'll have more 
those a little later. 

Other features of this amazing course include the ability to leap 
the roof of the main Alcatraz cell block—a great place to search for 
keys—and even the large administration building. You have to leap! 
the cliff top and down the mountainside to grab another of the Moi 
Dew’* cans! 

Because of the long straightaways and relatively easy turns, the 
Alcatraz track isn’t difficult, and this fact doesn’t change when youl 
the circuit in either mirror or reverse mode. Always go for a powertl 
a good top speed gives you a great chance of winning the race! 


circuits in the entire game, with long straightaways, sweeping 
turns, and lots of hidden areas to explore and uncover. This is the 
only track that has come from the arcade—it was included in the 
San Francisco Rush: Alcatraz Edition coin-op. 

Your race starts near the visitors’ center and the main 
administration building before you set off to make an entire lap of the 
island. This track features the best and biggest shortcut in all of Rush 2. 
If you know where to look, you can literally cut out half of the lap and 
almost guarantee victory each and every time you race here. 


track you should notice a single bush. Drive through this and you'll 
collect the first key in the process! 


From the start line, follow the track until you see a large “California 
Speed” billboard to the right of the track. On the other side of the 


Follow the track until you ae have reached the second checkpoint. Ju Just a shortcut. Head down the shortcut cine and follow it until you 
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To give yourself a new racing 
experience, tackle the course in 
reverse! The turns and obstacles 
occur in a different order and 
the shortcuts have changed, 
too! 

From the start, the 
backward Alcatraz track veers 
slightly to the left, before 
turning right. You can make this 
turn at full speed because the 
fence on the outside of the 
bend gives you a good “safety 
net!” You now join the main 
section of the track as it turns 
sharply right in a banked bend. 
This can be tough, so watch for 


other cars that might bump you. 


Now you go under the 
cement loop and into a tunnel 
that curves slightly to the right. 


a etna een a 


After passing the checkpoint, 
the track banks uphill and tot! 
right again as you enter a 
second tunnel. Here on your — 
right is the entrance to the md 
shortcut of the island—the ke 
to winning this race. As you eH 
the shortcut tunnel, you pass 
another checkpoint that leads? 
a short straightaway and 
another right bend. 

The track now becomes Vé 
narrow, making things a bit 
tight, so watch yourself as othe 
cars try to bump you. The next 
turn is a long left turn that y% 
can take at full speed. Make@ 
final right turn and cross the 
finish line! 
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beyond it you'll see a group of bushes that ——— the entrance to —_—reach a small chamber. To the left-hand side is the next key. 


Drive past the third checkpoint and into the cell block. Keep going 
until you reach the tunnel that leads away from the back of this 
Section. At this point, turn around and drive back along the road 
you have just driven down. Go back through the cell block, 
accelerating up to about 120 mph, and keep your vehicle directly 
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over the yellow lines in the middle of the road. As you exit the 
prison, the road dips steeply and your speed causes the vehicle to 
become airborne. As you fly through the air, you'll collect a key 
that’s floating high above the track. 
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Key four is found floating high above the main cell block and Now as you reach the top of the incline, veer over to the right and Drive past the third checkpoint and into the main cell block. Take a At the end of this short alley you'll spy a large stone pillar; the 
requires a huge leap. As you approach the cell block and drive up the —_—you'll fly through the air, toward the key. The most important things | right, off the main track, then follow this section of the cell house. seventh key is behind the second pillar. 

steep incline, accelerate to maximum speed. This must be at least are to keep your speed high and turn sufficiently as you leave the 

140 mph, so make sure you're driving a vehicle capable of this speed. _ ramp. It’s a tricky one indeed, but possible! 


skis found on the sal grass sation atte endo the op Sida, Haan GA the cokes. oir car wil Gol trom the nan OOM: 
i: 1 e.riatvor of lack! Accelerate up the left-hand contact with the key that’s floating above the grassy area. Keep 
trying and you'll get it! 


Once you have peinell the 360- degree cement loop, — pass the mph. Turn around and drive over to the right-hand cc corner of the 


Accelerate as you approach the cell block and drive up the steep this section, wh ep PRT final checkpoint as th d banks steeply uphill. A reach the _ roof. Now slowly drive your car off the edge. As you fall to the 
oncli , where there’s a brok \d. Behind point as the road banks steeply uphill. As you ly 

incline and onto the roof. As with the previous key, drive forward _the final pillar is another “ls ne set far Ws top of the hill, veer the car to the left and you should land on the —_ ground, you should collect the key that floats next to the chain- 
across the roof and drop onto the lower section. Next go across roof of the barracks building. You need to be traveling at 120-plus _link fence.. 
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As you pass the second checkpoint, you should notice a group of launch your car into the air. You need a speed of about 70-80 mph, so 
bushes that conceal the entrance to a shortcut. You'll also see a hardly any acceleration is required. This is a tough Mountain Dew® 
Mountain Dew? can floating in mid-air. Turn the car around, and use can to collect, so practice the angle at which you hit the stone ramp, 
the ramped section of rock that lies near the tunnel’s entrance to as this has the greatest effect on your flight path. 


— you have passed the huge cement loop, you'll also pass the center of the road. As you reach the top of the hill and the end of 
inal checkpoint where the road banks steeply uphill. You should this section of road, hold a steady speed of 40 mph. As you fall to 
position your car just to the left of the main yellow line in the the track below, you'll collect the key that floats near the fence 


Head to Sally Port, about aia along the stretch ra ap a i ae ne are 

a the alley to the right. H betwee 
passes the barracks. From there, drive to the large barracks building the mail the icrrode, Ge He oo 
and find the huge mesh fence. Drive up to this fence, then go down ; aie 


Once you have passed under the cement 
loop, the track is straight, before bearing 
to the left in a banked corner. You need 
to enter this corner at about 155 mph, but 
instead of making the turn, use the bank 
of the corner to launch your car out over 
the bay. The Mountain® Dew can is 
floating above the ocean, and provided 
you have built up enough speed, you'll 
collect it as you fly through the air. 


After the third checkpoint, take the tunnel 
shortcut to the left of the track. Follow 
this, building up your speed all the time. 
Now as you're coming out of the tunnel, 
aim your car to the right so when you 
leave the ground you fly up into the air 
and collect the Mountain Dew? can. 


cement loop. However, finding it and 6 
actually collecting it are two totally 
different things! To collect this Mountain® 
Dew soda can, you must accelerate up the 
left-hand side of the loop, then as you 
reach the highest point—basically when 
you're upside-down—hit the brakes. Your 
car will fall from the track and collect the 
can as you plummet to the road below. 
Sound tough? It is! The speed at which 
you start the loop doesn’t matter; the 
critical moment is when you put on the 
brakes, and this can only be perfected 

with practice. Good luck! 
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Once you have passed the huge loop, the road inclines ea acest ———————— — 
A 3 ° upward i . = 
and you trigger the final checkpoint. Aim for a speed of = least crive to the other side of the roof and go left, past the large red- 


120 mph as you reach the brow of the hill. Veer to the left, and pelownite arrow sign. Now drop onto the smaller section of roof 


your vehicle should land on the roof of the barracks. Up here, poset bgp your car around, and the key is hidden tight 
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CHECKPOINTS: FOUR 
BEST LAP TIME: 2:31:93 
RST erele geen 


a MOST EFFECTIVE VEHICLES: PICKUP, SEDAN, 
o [Me | ; Fe DIFFICULTY: NORMAL EASY 
3d LPORLELE ELE PLD APL LICL LALA PANE AAT Bm | ; - i 


‘ REVERSED 


MIRRORED MEDIUM 
his course is set on the island paradise of Oahu, Hawaii, and 
1 offers you another excellent chance to build up some points for 
the overall circuit standings. Hawaii has two huge straightaways 

that give you plenty of opportunities to overhaul other racers and 
make up time, so a top three finish is relatively easy to achieve. 

The only difficult section of the track is around the airport and 
Aloha Stadium; take extra care here. 

While racing is quite easy, collecting the golden keys and Mountain 
Dew’ cans on this track is rather tough. This is another track where 
finding the cans is one thing, but getting them is quite another! 
Follow our text and you should get them eventually. 


LEELA RANT 
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9. ALOHA STADIUM 
; ie 


HISTORY AND : 
ATTRACTIONS 
Hawaii was the last state to 
join the United States of America. 
It's a group of islands in the Pacific 
Ocean, southwest of the North 
American continent. It took many 
millions of years of volcanic activity to hg 
form the islands; Hawaii itself, known i cam = , ol saat rm 
locally as the Big Island, still has active #7 ; _ 
volcanoes. : : 
The Rush 2 circuit is set on Oahu, the Hawaiian | ‘3 z= aes ni 
island most favored by tourists. It has miles and — A —e See aes te : . 
miles of beaches, including Waikiki, probably the ‘eee es BLP 
most famous beach in the world. Waikiki Beach : ie : : Wh HORTCUT 
alone attracts millions of people per year. Some of a : ~ ois, 
the activities for tourists include sunbathing, eS ay) yr 
swimming, surfboarding, and kayaking. a, 

If you go in the opposite direction from Waikiki, you ie : i) & } 
reach Diamond Head Crater, a dormant volcano tine - : Vitra, 4 sal 
that was once the site of a fort. The trek to the , : ne aN HEA 
top is worth the effort; it provides spectacular DIAMOND HEAD 

views of the south coast as well as islands. 
Also located on Oahu is the state capital, 
Honolulu. Nearby you'll find Pearl 
Harbor, the USS Arizona memorial, and 
Aloha Stadium. Look for these sites 
as you cruise around the island! 
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his track is set around the luxury resort of Oahu, one of the 
Hawaiian Islands, and boasts some of the most extreme racing you'll 
see. As you race around the island resort, you can take in such sights 
as Aloha Stadium, Pearl Harbor, and even the sunken USS Arizona. You start 
the lap on the main seafront road of the island, with the world-famous 
Waikiki Beach to the right. You can explore along the shoreline as much as 
you want—just be sure you avoid the beach huts and surfboards! 

This is one of the longer tracks, but it’s not too difficult. Like the Las 
Vegas track, Hawaii features two long straightaways that give you the 
chance to make up places and test the top speed of your vehicle. Like the 
Vegas straightaways, these sections have two lanes, so choose a side and 
stick to it. Trying to change lanes as you go means picking your way 
through a line of palm trees, which is very hazardous! 


The coastal curves and sugarcane fields of Oahu can easily be 
faced in the opposite direction. Here’s how things play out when 
you race backward: 

The lap begins with a long straightaway that provides the 
perfect start. However, you can choose to cut across to the beach to 
the left and use the pier to leap across to the Sand Island shortcut. It 
saves you time, but you must get the jump correct across the ocean 
or you'll end up losing more time than you could have saved. 

There’s a long right as you pass Hawaii International Airport, 
then the track banks uphill and a thin section requires some skillful 
driving or you'll smash into the buildings that line the road. Now 
to your right is Aloha Stadium, marking the entrance to the 
sugarcane shortcut. Just drive around the stadium and then 
through the sugarcane field. This is a fast and easy shortcut where 
you can make up lots of places. 


Rush™ 2: 


Another feature that makes Oahu tough when racing in Circuit 
mode is the shortage of checkpoints; there are only four places at 
which you extend your racing time. If you hang around, you'll find 
yourself running out of time, and this makes crashing more likely to 
happen. 

The most difficult part of the track is around Aloha Stadium 
because it features some nasty turns and a lot of obstacles. You must 
be careful, or you'll crash and burn for sure! The Diamond Head sectit 
features a very long turn; despite its appearance on the map, it’s simp 
to make while racing and provides you with a good chance to makew 
time. 

If you race this track in the normal way, you should have few 
problems, but when reversed, a few of the corners, most 
noticeably the section around —————- 
Honolulu International Airport, 
become a little more difficult. Bear 
this in mind when choosing a 
vehicle. In general, it’s best to use a 
car with a good top speed and 
decent acceleration, but don’t 
sacrifice control too much or you'll 
find the tighter corners impossible 
to take. 


Zon eee prvesrcs 


From the starting line, stick to the right-hand side of the freeway 
that leads along the beachfront. Before long, you should see a 
large red cruiser and a pier leading into the sea. Drive down here, 


As you continue to drive down the dual lanes of this main 
straightaway, keep to the left-hand lane. You should notice a rock 
to the left. Drive up onto the grass boundary and into the tunnel. 


Now, as you rejoin the freeway, the main track leads straight 
ahead on a freeway section. However, you can drive up the grassy 
hill to the left and take the shortcut through the Monument Park 
section. This saves you time but be warned—it's a tough one, so be 
on your toes! If you tackle the main track, you have to make it 
through a twisty section of bends, but the wide road makes this 
relatively simple. 

Next comes a long straightaway that leads to a split in the track 
where you can go right or left. Both bring you onto the freeway 
section, but the left lane gives you the Opportunity to maintain a 
faster speed. Now as you make a right turn, you'll see a large cave 
entrance to the right—the Diamond Head shortcut marked on the 
map. It represents the most effective and easiest shortcut on the 
circuit. With this section out of the way, all that remains is the final , 
run inish line! : ae 

to the finish line! As you follow the freeway around Diamond Head, you'll notice that 
the road splits in two. The “correct” route is to the left, but there's a 
Path leading to the right into a construction zone. Go up this ramp, 


Maintain a steady 60 mph speed, and you’l reach a lava pit; your 
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then slow down as you approach the end. You'll find the key 
floating above the sea. Drive off the pier at 10-15 mph and the 
key is yours. 
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key is in the middle of this. Provided you leave the track at 60 mph, 
you'll collect the key as you fall toward the scorching liquid! 


and you'll leap across onto the rooftops of some buildings. Jump 
the first gap, then drop between the buildings at the second gap. 
You'll find the key here. 
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Once you have passed the second checkpoint, the track bears left 
onto a freeway, where a ledge runs along the side of the road. 
Drive up onto the ledge and follow it; be careful sure not to fall off. 


As you pass the second checkpoint you should notice a large section 
of grass to the right; turn the car around and head back up here. As 
you reach the top of this bank there’s a large stone monument. 
Keep to the right-hand side. You need to be traveling at around 100 
mph when you reach the top of the hill; this causes the car to leap 
over the stone pillars in front of the main monument, and this is 


This key has to be one of the 
toughest to collect in the entire 
game! Once you have passed the 
second checkpoint and departed 
the freeway, you'll see the Aloha 
Stadium to your left. Drive through | 
the parking lot and into the 
sugarcane field beyond. Use the 
middle of the three paths and 
continue to accelerate until you ————— = 
reach 100 mph, then hold your speed steady. As you reach the end of the 
sugarcane field, you'll go up a bank which sends your car skyward. 
You must leap onto the freeway overpass directly in front of you, 
then collect the key as you fly through the air, or land on the Overpass, 


After a while you'll be able to see the key. With this key collected, 
simply drop back onto the freeway and continue the lap. 


BI 8 


where you'll find another key. 
It takes a few tries to get this jump correct, so don’t worry if it 
causes you trouble. Concentrate on keeping the car under control « 


you approach the takeoff point, and don’t go too fast or you'll leap 
right over your prize. 


| i: 


if you can! Both of these methods are extremely tricky because both 
the speed and direction of the car have to be perfect. Aim for the 9a? 


on the right of the large sign in the middle of the overpass. The only 
answer is to practice, practice, practice. 
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your left is the entrance to the sugarcane shortcut. Smash through 
the fence and into this large field, then drive along one of the gaps 
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Between the second and third checkpoints lies the large Aloha 
Stadium. If you leave the track and enter the stadium's parking lot, 
keeping to the far right-hand side, you'll see a ramp at the far end. 
You must use this to leap over the building in front of you and 


Just before you reach Aloha Stadium complex on your left, you should 
see a building on the right with an entrance. Drive inside and find the 
ramp at the far end. You need to hit this ramp at above 100 mph and 
veer the car to the left as you do so. You'll leap onto the rooftops of 


SES 
between the rows of sugarcane. As you reach the far end, near 
Aloha Stadium, slow down and move into the middle section of 
sugarcane. The key’s here, hidden from view. 


collect the key that’s directly above the large “Honolulu” freeway 
sign; look at the screen shots for clarification. You need to be 
traveling at around 100 mph when you leave the ramp. Direction is 
very important, so practice is required. 


Bs, 
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some nearby buildings. Drive along the buildings, then as you reach 
the end of the block, aim the car to the right. You'll leap from the roof 
and across a roadblock, landing in an otherwise inaccessible area of 
freeway. Drive along here; at the far end is the ninth key. 


www 


Rush™ 2: Extreme Racing USA—Prima’s Official Strategy Guide 


Once you have passed the third checkpoint, turn right into the 
airport. The main terminal building is on your left, but you should 
head to the far end of the main runway. Here you'll find a wooden 
gangway leading onto an aircraft carrier; both are marked on the 


After you have passed the third checkpoint and left the airport 
section behind, you enter the final section of the lap. To your right 
you should see the freeway sign for Sand Island. Take the right- 


Dl 


For this final key, head to the Ala Wai Yacht Harbor. You'll know it’s 
the place because the docks are wooden and are quite distinctive. 
However, if you're having problems, just check out the map. Drive 
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map if you're having problems finding them. Now drive across the 
flight deck of the first carrier and use the ramp at the far end to 
leap across to the second. Finally, use the radio mast at the far end 
as a ramp to jump onto the ship’s bridge. The key is there. 


hand lane and go across the bridge. When you reach the island 
itself, turn around and slowly drive over the grass and under the 
bridge you have found. Here’s the 11th key. 
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down to the final pier and you'll see a large, white yacht moored 
alongside. Use the gangway to access the boat, and at the far end 
of the deck is the last key. 
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After the checkpoint, take the right- 
hand turn off the freeway section and 
enter the construction zone. Jump across 
the rooftops and back down to the track. 
Follow the road until you pass the blue 
billboard, and you'll spy the Mountain 
Dew? can floating above the tree on the 
left. All you need to do is back up, then 
take a run at the grass bank that lies in 
front of the tree. This throws your car into 
the air and through the can. You must be 
doing at least 60 mph when you hit the 
grass, but this shouldn’t be a problem 
because you can use the road to gain 
speed quickly. 


This final 


——— 


Mountain Dew? can is hanging in the air above Sand 
Island. To get to it, you have to race down the main straightaway of 


Saemmprtted 
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Follow the main section of the track until 
you have passed the first checkpoint. 
Where the circuit dips down you should 
see a yellow “curvy road” symbol. At this 
point, veer off the road to the right and 
up the grass shoulder. Use the uphill bank 
of grass to launch your car through the 
trees—the Mountain Dew? can is on the 
other side! A speed of around 100 mph is 
about right to make the distance. 


PP er oes i a al “at G8 baa a 
water and over to the island, collecting the Mountain Dew® can as 
you go. You must be traveling at 120-130 mph when you leave the 
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After passing the second checkpoint, 
smash through the fence and go into the 
sugarcane shortcut. Move over to the 
path on the far, left side of the cane field, 
then accelerate for all you're worth. Keep 
the car straight and under control, and 
keep accelerating. As you exit the 
sugarcane field, you'll be launched into 
the air, toward Aloha Stadium. You'll 
smash into the side of the huge building, 
but before you explode in a ball of 
flames, you'll get the Mountain Dew?® can. 
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the track, then cut across the beach and onto the Ala Wai Pier. Race ramp, so a long approach run is essential. 


along the dock and use the ramp at the far end to jump across the 
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MOST EFFECTIVE VEHICLES: STALLION, CONCEPT, 
BANDIT 
DIFFICULTY: NORMAL EASY 
Pd i ty) 


as Vegas is one of the fastest tracks in Rush 2, with huge dual MIRRORED 


highways and long, sweeping turns. This makes it one of the 
best places to start your racing journey. 
When you're playing in the Circuit mode you should be looking 
for a top three finish on each occasion. A slightly more experienced BUSE S AN) 
driver should win here if he or she wants to finish first overall. E 
Collecting the 12 golden keys and the Mountain Dew*® cans, on the © CAR POOL! 
other hand, is more difficult, as most require some pixel-perfect ONLY 
jumps to collect. For example, four of the golden keys are found on 
a rooftop section that you must leap to. This demands control, GAN An 
precise timing, and a little luck! 


and a pyramid-shaped building! New York, New York has a 
HISTORY AND le , 


roller coaster on the roof and a replica of the Statue of 
ATTRACTIONS 


Liberty. There’s more magic at the Mirage, thanks to a 
regularly erupting volcano! 

The nearby Treasure Island, MGM Grand, and Circus Circus 
all offer equally exciting attractions. So, keep your eyes on 
the road, but don’t miss dazzling Las Vegas! 


You wouldn’t expect to see a 
bustling 24-hour city in the middle 
of the Nevada desert, but then it’s not 
the most obvious place for a natural 
spring either. It was this source of life- 
giving water that drew 
travelers to Las Vegas and made 
it an obvious station when railroads 
were being constructed during the 
mining boom at the beginning of the 
20th century. 
In the 1930s and 40s, a few luxury 
hotels and casinos were built, attracting 
wealthy visitors. Stars like Frank Sinatra, 
Liberace, and Sammy Davis, Jr. came to Las Vegas 
to entertain the crowds. 
By the 1950s, the main road was lined with 
hotels and casinos, and it became known as 
“the Strip.” It's the extravagant casinos and 
hotels of the Strip that catch the eye Bil Soma | \ CENTER 
when you drive around Rush 2's Las | r : , mga hah +. as 7 ‘ LANE 
Vegas track. Ba A ey P 
Recently, the hotels have &§ 
included more unusual and 
extreme landmarks and apie. : - “i 
attractions. The Luxor hasan | Ps - am Js ee # 
Egyptian theme that’s hard - > —_ 
to miss—there’s a sphinx 
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as Ms is famous for its bright lights, neon signs, and elaborate 
buildings. It’s also known for its surprises, and the Rush 2 interpretation 
doesn’t disappoint on any of these fronts. As you drive down the main 
the city, you can see huge neon signs on either side and a line of palm 
Aa down the middle of the road, giving this track an authentic Vegas look. 
In terms of difficulty, Las Vegas is probably the easiest of all the circuits 
featured in Rush 2, which makes it one of the best places to rank first and gain 
— ==" some easy points for the 
“Circuit” option. A huge 
straightaway stretches for 
half of the lap, giving you 
the perfect opportunity to 
push your car to the limit. 
This long road has two wide 
lanes, so you can overhaul 
4 with ease and make up lots 
of places quickly. 
About halfway along 
this straightaway, the track 
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left, if you're playing in 
reverse mode), but this 
doesn't require you to slow 
down. It can be used to 
your advantage if you make 
sure that you're on the 
correct side of the central 
reservation to take the 
inside line. 
The Las Vegas track 
only features two difficult 
corners. They come in quick 
succession at the point 
where the track crosses itself to the south. Other than these corners, a small 
chicane on the west side of the track could cause a few problems, but there's 
sign calling attention to it, which gives you the opportunity to slow downin 
plenty of time. ) 
A car with a high top speed and good acceleration is recommended for thi 
race because roadholding isn’t too important. Follow this advice and keep youl 
concentration, and you'll be in the winner's ces in no time! 


Each track in Rush 2: Extreme Racing can be played backward, giving 
you a totally different circuit to race on. The difficult turns and 
corners all come in different places, the obstacles and danger zones 
are in new locations, and the shortcuts differ. 

From the start, the backward Las Vegas track splits in two. You 
can go left or right up the freeway ramp—it doesn’t matter which 
route you take, as neither is really faster. After a tunnel section in 
which the track curves left, you come to a short straightaway, 
followed by a right turn. Next is a long left, and on the outside 
(right) of this turn is a shortcut. Beware, because this doesn’t save 
you much time and it’s tough to get through safely. 


Back on the main track, the circuit curves left again, but a 
shortcut entrance is to the right. This takes you through the park, 
but once again, it’s tough to get through safely. The main route 
takes a number of easy right-left turns, followed by two long but 
easy right turns that can be taken at full speed. 

Now comes a long straightaway that represents the fastest point 
of the lap. The track curves slightly to the right and left at certain 
sections, but these curves can be taken at full speed. After a final 
easy left, you return to the start-finish line. 
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LAS VEGAS 


Finding the ut golden key is a piece of cake. From the start point 


right-hand side. The key is found in thi i i 
under the bridge, drive directly forward and into the tunnel on the ‘ ee, 


beanie eer 


eal sign a of lights. It ins “Jackpot $1,000, 000.” re you 
see this, slow down and just ahead to the right you'll see a large 
“Rush” billboard. The key is directly behind the billboard. 


This second golden key is incntad aaa the third ietigoinks so 
make your way around the track, counting off the checkpoints as 
you go. When you pass the third checkpoint, keep a look out for a 


This marks the entrance to a parking lot. Follow the lot around 
behind the building to find a key in the far corner. 


ice i canto See 


“io third hay is found in the same area as the pry so it's easy to 
ind. On the side of the road opposite the “Rush” billboard that 
concealed the second key is a large poster advertising a magazine. 
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To find the fourth key you have to take a trip down the Fremont 
Street shortcut; if you have problems finding it, check out the map 
for shortcut locations. As you approach the entrance to the 
shortcut, the main section of the track bears right and there is a 
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When you have passed the fifth checkpoint you can take the shortcut 
through the park section, and this is where you find the fifth key. As 
you enter the park, the road seemingly comes to an end because it’s 


Peer ee BRL. 


This key is found on the roof of the building used when you take 
the park shortcut just beyond the fifth checkpoint. Go up the ramp, 
and just before you take off, veer the car to the left. You'll land on 
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large “Danger” sign directly ahead. You should turn left here, onto 
Fremont Street. Drive to the far end of the street, and on your left 
you'll see the key behind a large sheet of glass. Simply smash 
through and grab your prize! 


blocked by a huge gate. However, to the left is a smaller path that 
leads to the middle of the park area, where you'll find a giant lake. If 
you actually drive into the lake—yes, underwater—you'll find the key. 


a slightly higher section of the roof. From here, turn the car around 
(being careful not to fall off the ledge), and follow the roof around 
to the back where you'll find the key! 
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This key requires one of the biggest jumps you'll ever have to make 
in Rush 2. Spying the key high in the air between the fifth and sixth 
checkpoints is easy, but collecting it is another matter altogether! 
Just beyond the fifth checkpoint you should see a building with a 
ramp leading to the roof. 

Accelerating up this ramp sends you skyward, toward the key! 


: SE A 
This is the first of a sequence (keys 8 through 10) that can be 
collected one after the other, but first you must get a tricky jump out 
of the way. Just beyond the fifth checkpoint you'll see a building 
with a ramp leading onto the roof: it’s the one used to get the sixth 
key. Once again, speed up the ramp, then at the last second, veer to 
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You must take a long run up and leave this ramp at 130 mph— 
anything more is a bonus, but anything less and you'll fall short of 
the key. As you reach the top of the ramp and are about to take 
off, veer fractionally to the left to line yourself up with your 
target. If you have enough speed, you'll grab the key before 
crashing down to the track. 


3:66 Soyo! 


CRT ial 
the left. This lands you on the small ledge once again, but this time 
keep the gas on and accelerate to the end of the building. Just 
before you take off, veer to the right. All being well, you should just 
about make it to the orange building and land on the roof. As soon 


as the car touches down, jam on the brakes and grab the key! 
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This golden key is very close to the eighth one. While you're on top —_—you’re on, giving yourself room to gather speed, then 


of the orange building, turn the car to the adjacent building and 
you'll see another key. Slowly back up to the edge of the building 


floor the accelerator and make the jump. The ninth key 
is yours for the taking! 
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LAS VEGAS 
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yourself in time; otherwise you have to start over with the ramp 
near the fifth checkpoint. With this tricky maneuver accomplished, 
grab the key. 


With the ninth key collected, you should be able to see the tenth 
key on top of the roof of the slightly lower building nearby. As 
before, accelerate and leap across, jamming on the brake to stop 
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Finding this first soda can is easy; it's 
behind the “Rush” billboard, the place 
where you found the second golden key. 
However, collecting the Mountain Dew® 


can is tricky because it’s floating in mid-air. 


You need to head back to the park 
shortcut. Enter the park area at around 
130 mph to leap across the lake and onto 
the building on the other side. As soon as 
you land, slam on the brakes or you'll go 
off the other side. To the left-hand side of 
the rooftop you should see the “Rush” 
billboard now below you. 

Carefully roll your car off the edge, 


Suiiariiier # the fifth key? It’s collected 
from the park shortcut, the entrance to 
which is just beyond the fifth checkpoint. 
The second Mountain Dew’ can is also 
found in this grassy section of the track. 
Once again, enter the park shortcut, then 
follow the thinner road toward the 
middle of the park. In the far, right-hand 
corner as you enter the center of the park 
lies the Mountain Dew? can, slightly 
hidden by a tree! 


Finding this third Mountain Dew” can is 
really tough! It requires an excellently 
timed jump, plus a little luck. After the fifth 
checkpoint, you go past the entrance to the 
park. This is the shortcut section that leads 
to the lake and the area where you found a 
previous Mountain Dew” can. You must 
enter this section as fast as you can—a 
speed of around 110 mph should do it. 

As you hit the grass shoulder just 
before the lake itself, the car should take to 
the air and leap over the lake. The 
Mountain Dew?’ can is floating near a wall 
on the opposite side. Provided you had 


enough speed to make the jump, you'll 
collect it while in midair. Your car will then 
hit the wall and probably explode in a ball 
of flames, but the can will be added to 
your collection of goodies. It’s well worth 
the sacrifice. 


and as you fall from the roof you'll collect 
the can. The initial leap across the lake 
and onto the rooftop section is extremely 
difficult, so don’t expect to get it the first 
time. Keep trying—it is possible! 


See sa aE EE EE TS 
less pase you simply smash into the wall on the other side. 

This speed allows your car to leap across the lake and onto the 
building on the other side. The trick is to keep your car as straight as 
possible just before taking off; this keeps you upright while in midair. 
As soon as you land, slam on the brakes or you'll skid off the other 
side. In the right-hand corner of this rooftop area is the 11th key. 


The penultimate key on the Las eae stage is a tough one > to 
get. It once again requires you to leap across the lake in the park 
and onto the building on the opposite side. You have to make 
this same leap when collecting the first Mountain Dew® can; if 
you have already got that, you know how tough this jump can 
be! You need to enter the park at around 130 mph—anything 
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The final Mountain Dew’ can is easy to find and ual your 
Set of these thirst-quenching pick-ups! Between the fifth and 
sixth checkpoints you should notice a gap in the barriers which 
leads into a grassy section. There’s a building with a ramp leading 


PACES ES a 
to the paras used this building when collecting a few of the 
golden keys earlier. Once you're on top of the building, turn your 


Toward the very end of the lap you go through a short funn As you you take the right-hand Tea exit and go past the pre “TXR” car around. The Mountain Dew’ can is hidden in the back corner. 


leave, the road splits in two. The usual route is straight ahead, but if sign, you'll find the key on the left-hand side of this exit ramp. 


LOS ANGELES 


MOST EFFECTIVE VEHICLES: SPORTSTER, 
BANDIT, PICKUP 
DIFFICULTY: NORMAL MEDIUM 
REVERSED EASY 
MIRRORED MEDIUM 


LOS ANGELES, 
CALIFORNIA 


normal or reverse direction. There are a few straightaways 

that give you the chance to make up time and places, but 
some difficult corners require impeccable driving skills to get 
through quickly and safely. 

Collecting the 12 golden keys in Los Angeles is pretty simple. 
Follow the instructions we have given you and grab them! The 
Mountain Dew?’ cans, on the other hand, are a little bit more 
difficult and demand that you perform some tough stunts to 
collect them! 

Good luck and happy driving! 


CENTER 


T he Los Angeles track is tricky, whether you're racing in the 
LANE 


HISTORY AND 
ATTRACTIONS 
Los Angeles is one of the most 
famous cities in the world thanks 
to Hollywood, which is the heart 
and soul of the movie industry. LA is 
about beautiful people, showbiz, 
glamour, and stars. This is reflected in 
the Rush 2 track, which starts in the 
shadow of the huge white "Hollywood" 
sign on the edge of the Santa Monica 
mountains and near Mann’s Chinese Theater. 
Outside this famous movie theater, film stars 
have left their handprints and footprints in 
cement. Farther along Sunset Boulevard is the "Walk 
of Stars," a series of plaques placed in the sidewalk 
that are dedicated to the most famous celebrities. 
Beyond Beverly Hills, the plush area where many 
movie stars live, is the University of California, Los 
Angeles. This campus dedicates a lot of resources to 
the performing arts; it is also known for its 
formidable athletic department. 
Back toward the mountains, along a 
stretch of the LA River, are movie studios 
and the Hollywood Bowl, a stadium which 
hosts many performing arts events. 
Los Angeles is a beautiful and 
exciting city, so check out all of the 
surrounding attractions as you 
cruise by! 
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' = hat is possibly the most famous city in all of America finally 
takes its rightful place in a video game. The Los Angeles 
circuit sure does justice to this amazing city. Some of the 

sights you see as you race around LA include the famous 

“Hollywood” sign, UCLA, the LA Dodgers baseball stadium, and even 

a section of Beverly Hills! 

You start opposite Mann’s Chinese Theater that stands in the 
shadow of the “Hollywood” sign, then race down into Beverly Hills. This 
section is by far the easiest in the game—the track is fairly straight and 
gives you the chance to make up some early places. However, it ends 
with two sharp turns and a long swinging corner, so don’t get cocky. 

You come down onto a long straightaway. This section may be 


Racing backward in Los Angeles can give you a totally different 
racing experience. The difficult areas, obstacles, and shortcuts 
suddenly become unfamiliar. Read on for advice... 


an easy left onto a freeway section that can be taken at maximum 
speed, giving you a flying start! After a long easy right, you'll see a 
wooden fence on the left side. The main section of track curves right 


a drainage channel full of water, but you can maintain maximum 
speed as you enter a tunnel. Keep the car under control through the 
tunnel and you'll soon emerge on the other side. Continue to hold 
your position in the water and keep the speed at maximum. 

Before long you'll see a mud ramp to the right, so use this to 
rejoin the main track. Back on the freeway you turn first left, then 
right at full speed before entering a series of short tunnels. You can 
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From the beginning of this reversed circuit, Los Angeles gives you 


but you should go left and take this excellent shortcut! You drop into 
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road make it tough, so keep looking ahead and stay alert. The fastest 
section of this circuit takes you along the LA River, and it’s the best 
place to make up some final race positions. However, as with the 
freeway section, you'll find a few obstacles that make life much 
harder than the map implies. 

When selecting a car for the 
Los Angeles track, turning ability 
and control must come before 
speed; otherwise, tight turns 
and obstructions make it 
impossible to gain a good time. 
The Pickup is a good choice for 
beginners because it offers 
excellent roadholding, tough 
body strength, and adequate : 
speed. As your skills develop, you may want to try something 
like the Bandit or even the Sportster, but to gain a little extra 
grip, change the tires first! | 


take this at full speed also. After a long, easy left turn you rejoin the 
freeway section for a while, then it’s back down the off ramp as the 
track curves left again. 

As you enter a built-up area, head for the red brick building to 
the left. You'll see a small ramp that you should use to leap 
buildings, cutting out a twisty section of track and saving lots of 
time. You'll land near a gas station, just in front of a checkpoint. 

The track enters a twisty section that can be tough, so hold yout |) 
position and keep the gas pedal down. After a short straightaway 
you have to make a sharp right turn under a freeway overpass, 
before veering to the right and smashing through a set of cones into 
a thin canyon shortcut. Now follow this shortcut as it veers right 
along the side of the freeway. You rejoin the main track on a fast 
section of freeway so keep that gas pedal pushed firmly to the floor 
as you follow the straightaway to the finish line! 


LOS ANGELES 


Cilia 
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Right after the start of the race you will see a large “TXR” billboard. 
From here, turn left into the parking lot of the blue building with 


the white painted roof. In the far corner, you'll find the first key. 


From the start line, follow the track and drive past the “TXR” 
billboard. Just beyond it you'll see the entrance to a small alley. 


Go down there and the second key is all yours! 


ee - meovveve — — —— — — 
For the next key, follow the track as normal. Before long, the roadside 
will be lined with green hedges. Here on your left you should be able 


a iesililiiemenas a me + asnrovone aaa _ 
to see a gold sign that reads “Famous.” If you drive over to this sign, 
the key is directly beneath it, in front of a metal gate. 
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LOS ANGELES 


ee ee ee peers ee EERE SEH | 
As you pass under the first checkpoint, the road bears right. 
However, if you cut across the grass to the left, you'll enter a small 
shortcut section. Follow this shortcut along the dusty track, then 


back onto the asphalt. Now head down to the freeway overpass As you approach the third checkpoint, there's a “danger” sign to the _ building in front of it. Go up there, then drop down into the alley 
and go underneath. Here, up against the wall, is another key. left—it lies directly before a ramp that leads to the roof of the behind. The key lies in the corner of this small area. 
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i ani a = checkpoint, veer over to the left-hand side 
white “Federal Building” sign—the key is on top of the sign. Simply of the track and up the ramp—it's the one you used to collect the 
take the jump at about 50 mph and the key is yours! seventh key. You need to leave this ramp at around 90 mph so that 
you land on the slightly raised rooftop of the building beyond. Now 


As you approach the second checkpoint, you'll see a large building 
to the right. Directly outside of this is a ramp that lets you leap the 


Il leap across the 
street, onto the roof of the building opposite. As soon as you land, 
slam on the brakes and grab the key. 
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Once you have passed the second checkpoint, the road banks 
slightly uphill. You should see two bright green pillars to the right. 


es ie cae si Ns 


Head over to these and into the thin alley behind them. Th — 
key is concealed here! Once you 
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have passed the third checkpoint, follow the road as it Slow down at this point. On the right-hand side of the street isa 
bears left. Instead of going directly ahead at this point, take the car showroom with a sports car rotating on a podium. The ninth key 
first turn on the right. This road takes you straight, then to the left. is right next to it. 


Rush™ 2: Extreme Racing USA—Prima’s Official Strategy Guide . = : 


oe 


* =e 


“hy, 


As you approach the fifth checkpoint you'll notice a wooden fence 
to the right. Smash through here and slow down. Now turn directly 
to the right and drive into the small river below. If you drive 


As you alia the fifth aacaaiat you'll notice a wooden fence 
to the right. Smash through and follow this dirt track along the 
riverbank. Soon you'll come to a small canyon section, but keep 


As you drive up to the finish line, you should notice a Chinese’ 
theater on the right-hand side; it has a red box office that makes it 


through the water and up the bank on the other side, you'll find 
the key by a cement wall. 


going at ia speed. How: a me a 1 large mud bath; ‘the key is in 
the middle of this. Don’t worry, the mud cannot harm your vehicle, 
it just slows you down somewhat. 


easy to spot. If you enter the courcynsl behind the box office, you'll 
find the final key hidden against the nearside wall. 
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Go to the ramp shortcut next to the 

“smiley face” gas station beyond the 
third checkpoint, where you'll see a small 
ramp. You need to hit this at about 115 
mph and veer the car to the left as you 
leave the ramp. You'll fly through the air 
and land on a rooftop with a large 
“Gauntlet Legends” billboard on it; the 
can is behind this. This Mountain Dew® 
can is very difficult to collect—in fact it’s 
one of the hardest in the game. Plenty of 
practice is required here! 


When you start t the race, turn your vehicle around and you'll see a 
movie house with a huge “Rush 2, now playing” sign. If you slowly 


As you come to the third checkpoint, veer 
over to the left-hand side of the track and 
up the ramp, the one you used to collect 
the seventh and eighth keys earlier. You 
need to leave this ramp at about 135 mph 
so that you land on the roof of the 
building across the street. As you land, 
slam your brakes on and bring the car 
under control. Now you must pick your 
way across the rooftops, heading toward 
the gas station, which is roughly 
northwest of where you first land. On the 
gas station roof is the second Mountain 
Dew? can. 


From the start, follow the track as normal 
until you have passed the fifth 
checkpoint. Continue until you reach the 
sharp left-hand turn that takes you under 
the freeway just before the sixth 
checkpoint. Turn around here and head 
back the way you came. When the road 
dips, veer your car over to the left so you 
land on the grass shoulder. While on the 
grass, turn the car around and follow 
this section until you reach the Mountain 
Dew? can that's against the 

cement wall. 


drive into the box office of this theater, you'll find the Mountain 
Dew? can concealed in the ticket booth. 


. 5 
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BEST LAP TIME: 1:57:10 


DIFFICULTY: NORMAL 
REVERSED 
MIRRORED 


LOWER MANHATTAN, 


two New York routes, this Downtown track is a little easier. 
However, this isn’t to say you can relax—the route is very 
twisty in places and the lack of any real straightaways or easy 
shortcuts means that you really have to be a sharp driver to score a A é 
top five finish. 
ys total contrast, collecting the 12 golden keys and the four Z BRIDGE 
Mountain Dew’ cans is actually a cakewalk. Most are simply a case 
of driving to the right section of the city, then knowing where to 
look. Of course, you'll know where to look because you have expert 
help in this book! 


ty ew York is one of the toughest places to win a race. Of the 


HISTORY AND 
ATTRACTIONS 


The vast metropolis that is New York 
is the only place to be featured twice 
in Rush 2, each track focusing on 
different parts of Manhattan Island. New 
York was originally named New Amsterdam 
by Dutch settlers. Since then, other cultures 
from around the world have helped populate 
and shape the city that is New York! 
You begin the game on the Brooklyn Bridge. 
This impressive structure leads into the heart of 


Manhattan—to City Hall and other government . ae : ‘ SI ERRRTRHORINNAIHRNEH "ies 
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Broadway and the financial district, known worldwide as 
Wall Street. 
Past Wall Street is Battery Park, another wealthy 
business area. Nearby is the World Trade Center, four 
towers of businesses which are set in landscaped 
gardens. 
Out in the bay is Ellis Island; it was once an 
immigration checkpoint and is now home to a 
museum and neighboring Statue of Liberty. 
Moving along the coastline, you can see 
Greenwich Village. This area is known for its 
eclectic galleries, restaurants, and shops. 
Nearby are Washington Square Park, as 
well as the Little Italy and Chinatown 
districts. All of these unique 
neighborhoods demonstrate the 
lively, multicultural atmosphere 
of Lower Manhattan. 
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his is the first of two circuits set in the Big Apple; not only did they these until you know the track well enough to drive from memory. | 
name it twice, but you have to race around it twice! It features Always look for obstacles that could cause a crash. For example, 
notable landmarks like the twin towers of the World Trade Center, subway entrances are scattered around the city, and although these are 
Inatown, the Statue of Liberty, and even Broadway! You start this race on _ fully interactive (yes, you can drive down the steps into the stations!), 
the most famous bridge in New York, the Brooklyn Bridge, which leads you hitting the railings that surround 
away from Brooklyn and into the downtown area of Lower Manhattan. This  —= na . 
; is where the race begins for real! 
i As you exit the bridge, the lane you take is governed by whether you're 
playing the track in “normal” or “reverse” mode. For the normal race you 
should exit the bridge using the right-hand lane; use the left when playing 
in reverse. It’s possible to correct this mistake if you take the wrong lane, : —— y = 4 lat 
but you don’t want to lose time at the start of a race. ; —— 
This track takes you through the middle of the downtown area, and this et Ly si 
means that danger is never far away. A mistake usually ends with a fiery MS cet ‘y Pig = 
explosion because of the huge skyscrapers on all sides! Huge arrow signs — ——— ee 
around the track indicate the direction you should take, so pay attention to Although you can simply tap the “abort” button and be repositioned on 
— 7 — — —— the track, the time loss incurred means you're sure to lose places, and ine 
tight race, this isn’t the thing to do. 

For this track, a well-rounded vehicle is recommended. If you go for 
one with too much speed and acceleration, you'll be fine on the 
straightaways but have a tough time holding the tight corners. If you gi j i ae Ry 
for one with too much control, you'll sacrifice the speed you need to | a 4 - sass _— 
keep up with the pack. Try the vehicles suggested in the track details bol 
and then it’s a matter of practice. Learn to drift the car around the 
corners and you'll have a fighting chance! 


The first key of the New York Downtown stage is located on the section until you reach the second set of large pillars. The first key is 
Brooklyn Bridge, near the start line of the race. As the road splits in behind the middle pillar. You can now simply continue across the 
two, you should mount the central section of the bridge and drive bridge and rejoin the regular section of the track. 

onto the gangway that goes across the bridge. Continue along this 
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As you cone off the Brooklyn Bridge section, the track bears to the see a large, gray building with pillars out front. Between the two 
right. Slow down at this point and look to your right. You should central pillars lies the second golden key! 


To add more interest to Lower Manhattan, try it in reverse mode. 
Left turns become rights, and vice versa, plus all the landmarks are 
viewed from a different angle. Here’s how it plays: 

As with the regular direction, you begin the backward New York 
Downtown track on the Brooklyn Bridge, which is straight and fast. 
The track then curves left, but this section can be taken at full 
speed. Now after a long straightaway you turn right under the 


freeway then into a short tunnel that leads to a right. You can go Another long straightaway is followed by an easy right turn, 
around the tunnel entrance and take the shortcut though the park 


i i then a sharp one, so take care here. Now another wide section of 
area to save time. Whichever route you take, you reach a right-left track leads you back to the start-finish line. If you hadn't noticed, NY : \ > Mi hie _ 
chicane that you must slow down for! Downtown is considerably easier in reverse mode! cee : - ie —— . j 

you reach the top of the ramp, bring your speed down and ager / 
; : : i 
what looks like an entrance to an underground parking lot on your drop into the alley Langs From here, go right and down into a de 
left. Smash through the cones and enter. Speed down the alleyway, — end. The key is in the corner. 


across the street, and up the ramp on the other side. However, as 


Now comes another very fast section, where the track turns 
slightly to the right and left. The road is wide and the turns easy, 
making it a good area to overtake other cars. In this section you 
pass a subway entrance that marks the start of a very tough but 
time-saving shortcut. If you’re feeling confident, give it a try. You 
have to race through the subway station then out the other side. Its 
tough, but it's worth doing, provided you don’t crash! 
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When you pass the fourth checkpoint, you reach along straightaway _— Castle Clinton, a round brick building. On the left-hand side is a door 


that leads to a tunnel. However, instead of going through the that allows you to enter and get the key from the center. 
tunnel, dodge to either side and into Battery Park. Here you'll find 


When you have passed the first checkpoint, you drive down a straight —_ you'll see a ramp ahead of you—that was the route you took when | 
section of road. To your left is what appears to be the entrance to an collecting the third key. However, this time turn right and head toward || 
underground parking lot. Smash through the cones that block this the barrier. Here on your left, in the corner, is another key. 

entrance and go down the alley beyond. When you exit this alley 


Once you have collected the seventh key, continue to drive through 


leads from the main section of road. Turn Battery Park until you reach a group of large concrete monuments. 
right to find the fifth key. 


As you pass Greenwich Village and get onto the straightaway that the small alleyway that | 
follows, you'll see the third checkpoint marker in the distance. At 
this point, slow down and look to the left of the track. Head down 
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, ie As you exit the Battery Park tunnel (or Battery Park, depending on __ leading to the left. Go down here and use the pd th tid aXe) 
VX i asta iii i dian ee) pais which route you took through this section of the course), slow reach the top of the building. At the far end is the ninth key. 
As you reach the end of a long straightaway that leads toward the ahead of you. Head straight for this and smash through Now go uP down and turn right. You should see a section of water and a tt 
World Trade Center and the fourth checkpoint, the road bears right, — the ramp and jump across into the fountain—there ou'll find the 
under a bridge. A series of cones also indicates the way the track key. Don’t go too fast; keep to about 30 mph just rie takeoff 
leads. At this point you should notice a grating on the wall directly and you'll land in the fountain safely and in hac Go too fast and 
you'll simply leap straight over and into the wall beyond. 
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Once you have crossed the finish line and turned left, away from 
the Bay Area, you'll see a subway entrance directly in front of you. 
Head down there. In the subway station, drive over to a second set 


Subway if 
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This penultimate key is found after the finish line, so once you — 


turned away from the ocean, keep to the right and look for the 
second subway station entrance. Go past the subway staircase and 


The final key is a piece of cake to find. Remember the underground 
parking lot just beyond the first checkpoint, where you collected 


the third and fourth keys earlier? Head back there and once again 


of stairs by the far wall. The steps lead to an underground tunnel 
that connects the two subway stations; the key lies between them. 


to the right. As the track splits in 


bricked wall to the right. If you drive over and up the small set of 
steps, you'll find the key. 
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go up the ramp. As you reach the top, slow down and turn left. This 
leads you into a secret area with a huge smiling face on the wall in 
front of you. Directly in front of the wall is the final key! 
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Once you have passed the first checkpoint 
after leaving the Brooklyn Bridge, you 
should notice what looks like an entrance 
to an underground parking lot on your 
left. Smash through the cones and enter. 
Drive along the alleyway ahead, then 
across the street. Speed up the ramp on 
the other side, and you'll leap across the 
first building onto the second building 
directly in front of you. 

From here you'll see the Mountain Dew® 
can on a building to the left. You should 
reverse to the far end of this rooftop so 
that you have room to build up speed; 
you need to be traveling at 70-plus mph 
to make it safely. Use the “abort” button 
to reposition yourself on the rooftop if 
you fail to make the leap. Once you get 
across safely, slam on the brakes and get 
the Mountain Dew® can. 


Zone” sign. 


Once you have passed the fourth checkpoint, you arrive at a long 
straightaway that leads to a tunnel where you should notice a 
ramp to the right. You need to hit the ramp at around 100 mph, 
then land your car on the ledge of the tunnel where the final 


As you reach the end of a long 
straightaway that leads toward the twin 
towers of the World Trade Center and 
the fourth checkpoint, the road bears 
right. It passes under a bridge, as 
marked out by a line of road cones. If 
you go left and drive up the ramp, you 
can enter the plaza itself. Once inside, 
turn right at the end of this short 
tunnel. The next Mountain Dew*® can is 
directly in front of a “Construction 
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This can is also found just before the 
fourth checkpoint, but finding it requires a 
little more skill than the previous one. 
When you collect the sixth golden key, you 
have to smash through the grating and 
into the fountain; for the third Mountain 
Dew* can, you need much more speed to 
leap onto the building beyond. Use the 
street that leads to the grating to gain 
speed; you need to hit the ramp at around 
100 mph to make the jump. 

Keep the car straight as you take off, 
and, all being well, you'll land on the small 
section of building that holds the 
Mountain Dew* can. You don’t need to 
stop; just keep the car pointing forward 
and you'll collect the Mountain Dew® can 
as you race along the rooftop (before 
crashing down to street level). 


Mountain Dew’® can sits. The trick is to line up your car as you 
take off to make sure you land on the ledge, and not either side. 
This can be tricky, but the ledge is wider than it looks, so a few 
tries should do it! 
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MOST EFFECTIVE VEHICLES: BANDIT, COUPE, 
COMPACT 


DIFFICULTY: NORMAL MEDIUM 
REVERSED MEDIUM 
MIRRORED MEDIUM 


UPPER MANHATTAN 
NEW YORK CITY, NY 


tough—this one is even harder than the Downtown circuit! 
There are few long straightaways to speak of, and with 
twists and turns everywhere. 

In addition, the difficult Central Park section means that scoring 
a top five finish here is a real accomplishment. In the latter stages 
of the “Circuit” mode, a fifth place would be considered quite 
impressive! 

However, once again, collecting the golden keys and Mountain 
Dew?’ cans is relatively simple, as once again, it’s just a matter of 
knowing where to look—no super-tough jumps to make life 
difficult here! 


A: with the other New York circuit, this Uptown escapade is 
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CAR POOLS 


ONLY 
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HISTORY AND 
ATTRACTIONS 


As more people arrived in New York at the turn of 
the century, buildings were constructed further inland 
to house and serve the new residents. The area now 
known as Upper Manhattan was created—the second New 
York track in Rush 2. 

The circuit begins in Union Square. You then head toward 
the triangular-shaped Flatiron Building, one of the classic 
skyscrapers that has given New York a reputation for huge, awe- 
inspiring buildings. 

Not far away is the most famous skyscraper in the world: the 
Empire State Building. Constructed in the early 1930s, it received the title 
“world’s tallest building.” In the lobby, huge illuminated panels illustrate 
the Seven Wonders of the Ancient World. 

The New York Public Library was established in the early 1900s. The huge 
reading room above seven floors of book storage attracts millions of people 
every year. 

Moving along Broadway, we reach Times Square, the “Crossroads of 
the World.” Once the site of a railway station, it has become the hub 
of the Broadway theater area, accommodating numerous theaters. 

In the mid 1800s, the city acquired large parcels of land with 
the aim of creating the USA’s first landscaped park—Central 
Park. Since then, it has been modified with tennis and 
athletics facilities, a carousel, zoo, skating rinks, 
playgrounds, and several statues. 

Across Central Park from Broadway is the “Museum 
Mile,” with the International Center of Photography, 
the Solomon Guggenheim Museum, and the 
Metropolitan Museum of Art. Look for these 
centers of culture and entertainment while 
driving around this world-class city! 
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seem, OUr race around the Upper Manhattan area of New York 


loop that rejoins the main city 


as! begins in Union Square. Depending on the direction in route, and this is where the race . . 
=f which you're racing (normal or reverse), you head off down can be won or lost. From the starting line, turn left, go up the flight me cw tii the 

a Park Avenue and toward the Grand Central Terminal (normal As with the Lower Manhattan small park. Here in the far, right-hand corner you'll fin e y- 
“Vy ‘ route), or past the Empire State Building and into Times Square course, Uptown requires a car that Simple! 
p47 (reverse route). has good speed and acceleration, or 

: . Like the Downtown track, this is one of the most taxing of all the you'll get left behind. More than 

Az circuits when racing against rivals. Once again, you race through city ever, it must also have precise 
Bs streets packed with buildings, so obstacles are around every corner. control. This factor becomes 
i 4 Although there aren’‘t as many subway entrances as in the Downtown paramount as you drive through ssccaaiea aes mee 

oO) circuit, you still have to contend with twisty sections that require Central Park, because veering off the road onto grass—unavoidable at 


ke excellent control. If you don’t yet have the ability to slide cars around times—means regaining control is tough, at best. 


One nice trick that works well is choosing a car with a high 
maximum speed, then changing the tires to a compound that offers 
more grip. Doing this may reduce the top speed slightly, but the car 
will still be fast enough to compete, and better still, your control will 
be increased by a considerable margin. 
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After you pass the second checkpoint, you reach Gran : 
Terminal (a large building with glass panels), where the track splits 
in two. Take the left-hand lane. As you come through the archway 


d Central qauie : aa aa d down the street. 

on the other side of the station, turn left and head t 
pier Keep going until you reach a left-hand turn. This is the main 
entrance to the station. The key is under this bridge. 


The second section of the lap takes you through Central Park, and 
this presents problems. You don’t have buildings to contend with, but 
the grass and narrow track make for hazardous driving conditions 

that punish any errors. The Central Park section leads you around in a 


DRIVING BACKWARD 


If you want to add new challenges and fun to the difficult turns of 
Upper Manhattan, try it in reverse mode! If you want a little help 
with your new direction, read on.... 


From the beginning the track turns right, onto a short 


the most of it! You turn right into the first Central Park section, and 
to your right is a shortcut that avoids a tricky section of bends, so 
use this to make up places. 

You exit the park and turn onto Museum Mile before heading 
back into the park. As you exit Central Park again, veer left to 
follow the road and maintain your speed. Next up is a sharp left, 
sharp right sequence that leads you toward Grand Central 
Terminal. Once you're safely past the station you enter a short 
tunnel before another left-right chicane forces you to bring your 


speed down. Finally, two easy right turns lead you back to the 
start-finish line. 


straightaway. Now comes a left-right chicane. Watch your speed 
here because hitting the wall is deadly. After a second straightaway 
you turn left again and pass the first checkpoint before making an 
easy right turn onto Broadway. There follows a short straightaway 
of track, followed by another left-right chicane, so again watch your 
speed—hitting the wall means death! 

Next follows the longest straight section of the race, so make 


| 


= ¢ | Insi d over to the left-hand 
or i trance to Grand Central. Inside, hea / 
ae i in, at Grand Central main en ; ee Gane 
Terminal pene asian abiiyeic the left-hand path. When __ side of the platform. The third key is on the y 

, after the si a 
you go under the archway on the other side, turn left and wane 
down this street. Keep going until you reach a left-hand turn—the 


se 


to ground level. 
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This fourth key is also located inside Grand Central Terminal. Once 
inside, drive down to the platform itself, where you'll find three 
trains. The key is on top of the train to the far right. You must 
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After you have passed the second checkpoint, you reach the Gran 


Central Terminal. The road splits in two here; take the left-hand lane 


After the second checkpoint, you enter the Central Park section of 


the circuit. Follow the road through the park until you reach a small 
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accelerate down into the station and leap from the main stairway 


onto the train roof. You need to be traveling at around 110 mph, so 
give yourself sufficient space to reach this speed. 


and slow down. At the rear of this section you'll be able to see a 
small alley leading behind the main building. The key is here. 


stone bridge. When you find it, slow down and drive underneath 
the bridge itself. The sixth key is tucked away here. 
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As you exit Central Park you approach the third checkpoint, where 
you should notice a set of stone steps to the left. Use them as a 


ramp to launch your car into the air and collect the key that lies on 


—__ ba) 


When you leave Central Park and go through the second checkpoint, 


you should see a large gray building with blue windows on your 


Once you have gone through the third checkpoint in the Museum 
Mile and into the second section of Central Park, the road bears 
right. However, a line of trees to the left conceals a shortcut—take 
this route instead. When you have driven between the trees and 


~ ee ee * 
me! vVveweesnte ss #) 


right-hand side. If you drive over to this building, you'll find the next 
key in the nearest corner, directly in front of a set of windows. 


NEW YORK, UPTOWN 


top of a stone pillar beyond. You need a speed of around 120 mph 
to make the jump safely, so take a fast trip through the park before 
you try it. 


over a small mud bank, you should spy a stone wall to your right 
and a group of trees in the distance. Drive over to these trees and 


collect the key from next to the wall. 
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station. Turn left and you should be able to see a dirt tunnel. The 
tenth key is in here! 


When you pass the fifth checkpoint, you turn onto Broadway, 
where there are two subway stations, one on either side of the 
road. Drive down the stairwell on the right and into the subway 


From the start, follow the regular layout 
of the track from Union Square onto Park 
Avenue. Be on the look out for a small 
alley that runs between two large 
buildings on your right. Go down the 

alley and up the small ramp that lies 
ahead. If you drop slowly off the ramp, 
you fall onto the first Mountain Dew? can. 


| y, Ww 


Quickly line your car up so that you | EVE Maelal tee) (<r | jump when you 
reach the top of the steps. You must be traveling at 130-plus mph at 
this point; if you go this fast, you'll leap into the air and across the 


top of a sign reading “Live Girls!”, collecting the key as you race over. 
You fall back to the track, hopefully safe and in one piece! 


Getting this final Mountain Dew? can requires the mother of all 
leaps. Once you have passed the fourth checkpoint and arrive on 
Broadway, find the two subway entrances. Go down the one on 
your right-hand ‘side and drive into the station. Keep the gas pedal 
down and veer onto the track itself, then into the tunnel directly 

‘i ahead. You may encounter some trains in this section, so be ready 

to perform 360-degree.turns around the tunnel. 

As you exit this long, tunneled section, you find yourself in 


Once you have gone through Times Square, the road turns to the 
left. At this point, you should see a large building to the right with 
a small landscaped area in front of it. The building is the New York 


Public Library, and the landscaped area is Bryant Park; so check the 


map if you have problems finding them. If you turn right here and 
drive up the steps of the library, you'll find the final key on top of a 
pillar in the far right-hand corner. 
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once again look for the small alley off 
Park Avenue, like you did when searching 
for the first one. This time, however, you 
need to hit the ramp beyond at around 
100 mph. This will cause you to leap over 
the next building, smash through a glass 
window, and land in an office. As soon as 
your car’s wheels touch down, slam on 
the brakes and stop. Now slowly drive 
out of the office and onto the ledge that 
runs around the building. Go to the left 
and follow the ledge until you reach the 
Mountain Dew? can. 
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Head back to the main entrance of Grand 
Central Terminal. Drive slowly to the top 
of the main stairway that leads down the 
rail tracks; you collected the fourth golden 
key from here earlier. Now wait and a 
subway train will soon pull into the 
station; it will have the Mountain Dew® 
can on top! As soon as you see the train 
appear in the tunnel, reverse your car up 
to the main entrance, then take a run at 
the stairs. You need a speed of around 80 
mph to leap across the train roof and 
collect the third Mountain Dew? can. 


another subway station. Head for the exit stairwell directly in front 
of you. You must speed up the stairs, so leave this makeshift ramp 
at 145 mph or faster and slightly angled to the right. As you fly 
through the air, you'll see the Mountain Dew® can bitey-Velare B-lele 
traffic lights ahead. If you have enough speed and the correct 
launch direction, you'll collect the Mountain Dew® can as you fly 


through the air. This one takes a few attempts, as fel aalare) 
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everything right at once takes time, practice, and a little luck! 
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SEATTLE 


CHECKPOINTS: FOUR 
BEST LAP TIME: 2:05:50 


MOST EFFECTIVE VEHICLE: 


DIFFICULTY: NORMAL 
REVERSED 
MIRRORED 


he Seattle track kind of falls between Las Vegas and the two 
: New York tracks in terms of difficulty. Yes you have a few 
nice straight sections that can be used to build up time and 
advance race positions, but there are also a number of difficult 
corners and twisty sections that can really put a downer on your 
race if you don’t get them right. 

Furthermore, the difficulty in collecting the 12 golden keys and CENTER 
four Mountain Dew’ cans varies. For some, you need only know 
where to look, but many other goodies require pixel-perfect jumps LANE a oor Yad 
to collect! Overall, Seattle isn’t a bad place to race—it’s one of our 1 ivr an 
favorites. : : 


BATTERY i, 
STREET TUNNE START/FINISH pen 
HORTCUT “wf? .., 
om / i Kf Py d 
HISTORY AND wT s EN 
ATTRACTIONS SHORTCUT {9 3 
Seattle is the least glitzy, but the <i a SN 74 
most relaxed and scenic location 


@ ua ee 4 


featured in Rush 2. Frequent rain is ot 


good for tree growth, giving the area a 
major lumber industry and its "Emerald 
City" nickname. 
Pioneer Square was once the heart of 
downtown Seattle, but it suffered at high tide 
because it was at sea level! A major fire in the 
late 1800s was a blessing in disguise because the 
rebuilding process included raising the ground level, 
which stopped the water problems. 

Not far from Pioneer Square is the Space Needle, the 
city’s most famous landmark. An elevator takes visitors to 
the top, where a revolving restaurant provides spectacular 

views of the Seattle area. The Space Needle is on the 
landscaped grounds of the Seattle Center which 

includes attractions such as the Pacific Science Center, 
Children’s Museum, Seattle Repertory Theater, and 
various shops and restaurants. 

Seattle is also home to the Kingdome, a 

stadium which hosts Seahawk football 
games and Mariner baseball games. Look 
for the dome and all the other 


attractions as you cruise through this 
beautiful city. 
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SEATTLE 


After the long freeway section, the track opens out. As you approach 
the Kingdome area, you should see an “Area 51” billboard. Drive 


vaeeee 


around the billboard and into the alley. The key is hidden behind the 
large black-and-red arrow just beyond the billboard. 


As with the previous key, get to the arrow sign beyond the second 
checkpoint. At the red-and-white sign that points to the right, go 
through the small gap to the left. Now accelerate along this section 


of road until you come to a makeshift ramp. You need to hit the 
ramp straight and at no more than 115 mph. All being well, you'll 
land on the rooftop in the distance. The key is in the far corner. 


Gath 


ee .. Tr | 
SE am inane aa MH 2, 
cet? Nm et OS a Lippe 


section to the right. You'll find yourse 
Hill section. Stick to the right-hand side of the 
accelerating. As you reach the top of the h 
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After the second checkpoint, follow the road up the short bank as it 
bears left; you'll find yourself on a short se 
ahead of you is a large red-and. 


: the right. Instead, slow down 
ction of freeway. Directly 
-white arrow sign directing you to 


d drive through the gap to the left 
of the sign. Here, directly behind the sign and in the corner of the 
road, is another key. 
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he left of the large red-and-white arrow 


'S Official Strategy Guide 


sign. Smash through the trees and turn left. Here in the far left- 
hand corner you'll find the ninth key. 
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SEATTLE 


After the third checkpoint the track bears slightly right and upasteep a ramp that you need to hit at around 100 mph in order to land ona 
bank, indicated by a large red-and-white arrow sign. Ignore the arrow _ rooftop section beyond. On the roof, turn around and head back to 
and go through the small gap to the left of this sign. You soon reach the wall you just jumped over. A key is tucked into the corner, 


After the third checkpoint, the track bears 
slightly right and up a steep bank. This is 
indicated by a large arrow sign, but there's 
a small gap to the left of this sign through 
which you should travel. You soon arrive 
at a ramp that you need to hit at around 
100 mph in order to land on a rooftop 
beyond. To the right of this rooftop area, 
you should see the Mountain Dew® can. 
Use the steep incline of the roof to launch 
your vehicle into the air and grab the 
Mountain Dew® can. 


Once you have passed the second 
checkpoint, you find yourself on a small 
section of freeway. In front of you is a 
large red-and-white sign directing you to 
the right. Instead, go through the small 
gap to the left. Accelerate along this 
section of road until you come to a 
makeshift ramp. 

You need to hit the ramp with the car 
aimed straight ahead, traveling at no more 
than 110 mph. You'll land on a rooftop, 
which is the same area where you 
collected the seventh key earlier. Now turn 
around and drive over to the opposite 
edge of the building and position yourself 
about three car widths from the left-hand 
side. Now slowly roll the car off the edge 
of the building. As you fall to earth, you'll 
collect the Mountain Dew® can! 


As you pass the Space Needle and climb a 
short incline, you'll notice a flagpole in front 
of you. The Mountain Dew? can is floating in 
midair to the left, next to a building. 
However, finding the Mountain Dew? can is 
one thing... collecting it is quite another! 
You must drive past the Mountain Dew® can 
and along the freeway that follows. When 
you reach the end of this carriageway, turn 
around and head back the way you came. 
You need to reach at least 145 mph 
before you come to the steep bank that lies 
before the floating Mountain Dew? can. If 
you have enough speed and your aim is true, 
you'll soar through the air, collecting the 
Mountain Dew? can as you go. This is 
probably the toughest of all the collectibles 
in Seattle because it requires so much speed 
and exact timing. If either is a fraction off 
before you take off, you'll miss the Mountain 
Dew? can. 


_—s 


The road bears right and up a small incline after the third 
checkpoint. You find yourself on a small section of freeway that 
bears to the left. Slow down here—on the inside of this turn is a 


curb and the final | key. Smash into the curb and your car will simply 
jump over it, making this last key ETSY Cole) |[-la 


~ throw the vehicle back up into the air while it still has lots of 
forward motion. If all goes well, you should fly through the air, 
collecting the Mountain Dew® can from high above the rooftops. The 
skill required is getting the car traveling at the right —* 

yj Sof beyond, just before the incline in the roof. As your car touches ~— speed and onto the ramp straight; luck is required when 

you hit the incline of the roof. 


featured in Rush 2 and has some cool sections that are really 

fun to mess around with. Because this track is not featured in 
Circuit mode, you don’t have to worry about finishing first! : 

However, collecting the 12 golden keys and four Mountain 

Dew?’ cans is a different matter. The track may be simple but 
some of these collectibles are damn tough to get, requiring super 
skillful jumps to collect. For advice, check out the info for each 
item on the next few pages. 


T he Crash track is probably the most extreme of all the courses © 
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he Crash track certainly has a fitting name—playing this for justa problems finding the car that suits this track, or simply haven't got a 
favorite vehicle to go for, check out the track statistics on the next page 


few laps will result in more than your fair share of burn-ups! 
for some invaluable advice. 
e first thing you'll notice about this track is the sheer size—it’s cc Re Paat 
probably the biggest of all the non-city tracks. As a result, it offers lots ae 
of things to see, but on the other hand, it also provides lots of hiding 
places for those elusive golden keys and Mountain Dew? cans. However, 
if you check out our comprehensive guide to all of these hidden goodies 
on the next few pages, you'll have ‘em all before you know it! 
Choosing a car isn’t overly important as the balance of the Crash 
track means that if you opt for speed over power, or vice versa, you 
won't lose or gain anything. Simply select the car and set-up that you 
feel most comfortable with, then stick to it! However, if you're having 


=f <8 
ee 2 


MOST EFFECTIVE VEHICLES: PICKUP, COUPE, 
ExorTICc 
DIFFICULTY: NORMAL MEDIUM 
REVERSED MEDIUM 
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Even the tracks that aren’t set around a city, which also include 
Half Pipe and Midway, can be raced in the reverse direction. To 
see how the turns and hazards play out now, follow this 
information: 

From the start, the backward Crash track is completely straight 
before it bears right into a steeply banked corner that can be 
taken with the gas pedal to the floor. You enter a short tunnel 
before the track dips and goes right. Watch out here, as going too 
fast results in your car becoming airborne and out of control. 

Now follows a twisty downhill section, so watch your speed— 
the undulating track can bounce your car into the air, reducing the 
amount of control you have. After a sharp right-hander the track 


is straight but three undulations in the track again mean you can 
lose control if you’re not careful. 

You pass a checkpoint and enter a long mud tunnel. Use the 
banked sides of this tunnel to take the turns at top speed. You 
exit the tunnel and pass through another checkpoint where a 
short straightaway leads to another tunnel. 

Next you now enter the “figure of eight” section. Here the 
corners are steeply banked which means you can take the 
relatively sharp corners at full speed. This section is great for 
making up some last-minute race positions, as it's fast and simple, 
provided you use the banked corners to maximum effect. Now 
you arrive back at the start-finish line. 
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From the start line, drive 
straight ahead and you 
should see the key floating 
high above the track. What 
you need to do is drive past 
it, turn around, then use the 
opposing banked corner to 
launch your car into the air, 
collecting the key as you 

do so! 


Follow the track as normal until you 
have passed the first checkpoint, then 
the track banks to the right. As you turn 
this corner, veer your car up to the high 
side of the bank and hold the line. The 
key is floating at the end of the turn, just 
in front of a wall. You'll collect the key 
just before your vehicle is wrecked in a 
fierce explosion! 


After you have passed the 
first checkpoint, take the 
right-hand turn and then 
slow down. There’s a wall to 
your right that marks the 
start of another banked 
corner. The key is at the top 
of the bank, on the other 
side of the wall. 


As you pass through the third checkpoint, 
veer off the track, onto the grass verge 
on the right-hand side. Follow this grass 
section, past the Mountain Dew® can that 
you find behind a tree, and you'll start to 
go around a corner. Make sure you don't 
fall back down to the regular area of the 
track, as you can’t simply drive back up 
here when you're this far along. The key 
is behind the final tree. 
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Once you have passed the 
second checkpoint, you 
enter a tunneled section. At 
this point, leave the track 
and head over to the left- 
hand side. The fifth key is 
found here, floating next to 
the wall. 


As you exit the tunnel and 
pass through the third 
checkpoint, slow down and 
turn a hard right. The key is 
floating above the grass, next 
to the cement wall of the 
tunnel. Use the grass verge to 
ramp your car into the air 

and get the key. 


As you pass through the third 
checkpoint, veer off the track 
onto the grass verge on the 
right-hand side. Here, behind 
the first tree, is another key. 


As you exit the tunnel section, you enter a kind of 
underground tube. This is a very fast area of the 
track, but crashing is very easy. The key is floating 
above the track on the right-hand side, about 
halfway through. You must use the banked side of 
the track to launch your car into the air in order to 
collect the key. You don’t need to be going very 
fast—about 50 mph should do it—so concentrate on 
keeping the car under control and on the right line. 
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bs | | As you exit the tunnel and pass the third checkpoint, 
= get up onto the grass verge on the left-hand side of 
the track. Now carefully and slowly drive across this 
steeply banked section. You'll soon find a Mountain 
Dew” can—this is can number four, so for more 

at information, check out the Crash track’s can section. 

oe However, you should keep driving along past this. 
fe Under the next large tree lies the ninth key. 


As you pass the third checkpoint, the road is 
straight, but undulates up and down. You'll find 
the key floating above the ground in the middle 
of this section, on the right-hand side. You must 


"Ys use the undulations in the track to launch your car - 
p ¢ into the air and grab the key. You'll need a speed a | 3 — a ae ay ; se : 
. i : F sed the second 
ho of about 130 mph to make the jump, but the real Be ae ; a As you approach the third checkpoint, After you po wie have gone through the veer off the track onto the grass verge on 
Az test is getting the direction of your vehicle correct. : you'll be able to see the Mountain Dew® checkpoint and y the right-hand side. Now follow this 
; i The only way to do this is practice and hope fora 
» 


can floating F) ele) '/-1 the track. Here you can tunneled section, you should see the 
simply dr f ce] Moi tain Dew” can sifer-Lalare) above banked section of grass and you i} pass 
up the side °o the tunnel, sec nd untal '" 
ive i. 


round tube. two large trees. At the base of a third tree 
sia ecb a ai ie: ie she an sig ss is another Mountain Dew? can. 
a underneath the Mountain Dew® can. Now 
= you can simply drive up the side of the 
tunnel, and as your car falls back down to 
earth, you'll collect the Mountain Dew? can. 


little luck. 


As you pass the third checkpoint, the road 

| undulates. You'll find the key floating above the 

| ground in the middle of this section, on the left 
hand-side. You must use the undulations in the 
track to get off the ground and get the next key. 
You have to be going at 130-plus mph, but once 

_ again, the most important and most difficult 
aspect is the direction of your vehicle. Once again, 
Practice and a good deal of luck are needed before 
you can add this key to your list! 
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Once you have passed the fifth checkpoint, the ™ Pict oe 091) = 12 ace 
track goes up a twisted incline before entering a a, = ae 

short tunnel; the 12th key is on the left-hand side. 

Accelerate to a speed of about 120 mph as you 


ar. 


climb the bank, then veer to the left as you reach 
the mouth of the tunnel. You'll collect the key as 
you fly through the air. 
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and slowly drive across this steep 
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As you exit the tunnel and pass the third checkpoint, get up you'll reach the final Mountain Dew? can. 


the grass shoulder on the left-hand side of the track. Now carefully 
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HALF PIPE 


MOST EFFECTIVE VEHICLES: 


EXOTIC, 
CONCEPT 
EASY 
MEDIUM 
EASY 


HALF PIPE, 


DIFFICULTY: NORMAL 
REVERSED 


he Half Pipe is one of the fastest tracks in Rush 2. It's : 
y fantastic using the faster cars to burn around the pipe, trying 
to beat your best lap time. Because this track isn’t featured in 
Circuit mode, you don’t have to worry about finishing first—just 
enjoy the high-speed thrills and stunts! ; 

Getting the golden keys and Mountain Dew*® cans is a much more 
taxing job. The track is simple but some of these 16 collectibles are 
very difficult to get. You have to jump at just the right speed, 
position, and angle to fly through the more awkward items. 

Later in this section of the book we tell you the location of all 
the keys and cans and how to try and get them, so don’t fret. 
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you need. Also, in most cases you're required to perform some skillful 


14 sheer speed and fun factor it provides. The race takes place jumping or even to drive your car on the lip of the pipe! If you're’ ‘3 egos 
C. i inside a skateboard-style half pipe—basically a tube of total having problems, check out the next few pages because the locations : 
ae | mayhem and action that gives some of the most action-packed races of all the pick-ups are revealed. 


| to be had! The most important skill to perfect on this track is using 
if the sides of the pipe itself. This means that you can keep your car's 
speed very high while taking even sharp turns. 


Again, this track is very fast; 
therefore, a car with good 
roadholding ability is probably 


i As with every track in Rush 2, the Half Pipe has 12 golden keys 
Ai hidden away, plus the Mountain Dew’ cans you've seen before. 
oO Finding the locations of the pickups isn’t difficult because there aren‘t 
4 many hiding places in the Half Pipe that cannot be found after just a 
few minutes of looking. 
What makes the Half Pipe tricky is actually collecting the objects. 
As you speed down the track, it’s all too easy to go past the pickup 


more important to you. The physics 
of the track prevent speed from 
being a problem, so go for control 
and acceleration. This will mean 
you can speed along with your 
rivals while keeping the vehicle 
under full control. 
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At all tracks, Extreme Racing can be played backward, and this 
Usually gives you a totally different circuit to race on. The 
difficult turns come in different places, the obstacles and danger 
Zones are approached from a different angle, and the shortcuts 
differ, 

However, the Half Pipe is an exception. This track is pretty much 
the same when played in reverse as there are no shortcuts to take, 


* 


. 
ee 


and a half pipe looks and plays very similar no matter which way 
around you race. As you drive around the backward Half Pipe, use 
the map at the bottom-right of the screen so you know when 
corners are coming up and how tight they are. 

Interestingly, some of Half Pipe’s key and Mountain Dew® cans 
are easier to collect when racing in reverse. These are covered in 
more detail on the coming pages. 


From the starting line you should be able to see the 
first key—it’s to the right-hand side of the track. You 
must use the side of the pipe to launch your car up 
high enough to collect the key. Drive to the hanging 
#1 sign, turn around and build up speed to launch off 
the inside of the turn. You'll take to the air as the track 
turns and hopefully pass through the key. 


The second key is found high on the 
left-hand wall of the pipe between the 
start line and the first checkpoint. 
Simply drive up onto the bank and grab 
your prize! 


Once you have passed the 
“1” sign that hangs above the 
track, you'll see a Mountain 
Dew* can floating above the 
track on the right-hand side. 
However, if you drive up the 
wall on the left-hand side of 
the pipe, you'll find the next 
key. 


When you have passed the “1” sign 
that hangs above the track, be on the 
lookout for a yellow “dip” sign over the 
track. When you can see this, drive up 
the wall on the left-hand side of the 
pipe. The key is floating at the point 
where the ceiling joins the track. 
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As you approach the first checkpoint, the key is on 
the right-hand side, hanging above the track. You 
must use the side of the pipe to launch your car 
high enough to collect it. Use the straightaway 
that lies before the checkpoint to give yourself a 
good run-up, then veer onto the banked section of 
the track. You'll fly from the turn and get the key. 


Once you have passed the first checkpoint, keep 
your eye on the right-hand side of the track. The 
next key is high on the banked section, floating 
underneath the overhanging part of the wall. As 
with the fifth key, you need to get up a good head 
of steam before driving up the bank then 

launching your vehicle into the air so you can grab 
the key. 


As you drive through the tunneled section of the (fms 


track—it features huge shafts of light shining 
through so you can’t miss it—veer over to the 
left-hand side of the track and mount the 
banked section. Here at the point where the 
ceiling joins the track you'll find the seventh 
key. This key can be slightly obstructed by the 
light beams so look carefully. 


First enter the tunnel where shafts of light shine 
down. In this section you should see a yellow 
“bump” sign. At this point, veer over to the left 
side of the track and use the camber of the turn to 
launch your vehicle into the air. You'll collect the 
key as you do so. 
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Once you have passed the 
second checkpoint, follow the 
track until you can see the 
third checkpoint in the 
distance. Here at the top of 
the banked turn you'll see 
the ninth key. You can simply 
drive up and grab it! 


As you drive underneath the 
large “7” sign that hangs 
above the track, start to veer : — 
over to the left-hand side of - ‘ NI This éaniis found floating above the right- Between the first and second checkpoints Once el mth jones rs ie “a vat 
the track. The key is hanging a ea — . hand side of the track, but collecting it is is the tunneled section—you can’t miss it sign that 200 ‘ pana Sena? can 
Syetcama tsar . - , f the toughest tests in Rush 2. As because light shines through huge holes = pases i b 6 the track on the 
ean a la oe | bud i d ie the number “1” sign, veer in the roof. In this section, on the right- that Ss floating a “ey “ed se paties 
nag - | ier to the left-hand side of the track and hand side of the track, is the second right-hand — abe poagran erage Oe 
mount the banked corner. Hold this Mountain Dew? can. No tricky jumps are sans arash vourcar high eaengh'se 
position until the track begins to turn left. needed for this one; you can just drive up as ies Shaaniasks einr* tank. & ape 
This causes your vehicle to become the banked corner and take it. - seaiie Sisiagh thanid be aie. 
airborne and fly across the turning section 

of track to the opposite side. You should 

collect the Mountain Dew? can just before 

you smash into the wall in a ball of 

flames. You need a speed of about 100 

mph to make the jump, but getting the 

correct line is incredibly tough and 

requires skill plus a fair amount of luck! 


As you approach the fourth 
checkpoint, you should see 
the key hanging above the 
banked corner on the right- 
hand side of the track. Once 
again, you must use the side 
of the pipe to launch your car 
high enough to collect the 
key that floats in mid-air. 


When you have passed under 
the fourth checkpoint, follow 
the track as usual. Before 
long, you hit a bump in the 
track. When you have passed 
over this, veer to the left-hand 
side of the track. The key is 
floating at the point where ——— h 
the track and ceiling meet. Dew?® can, you have to use the pipe to launch your vehicle into the 
Simply drive up and grab it. air so you can grab your prize. This time you need ‘ag be going a 
little faster—around 80-90 mph should be enough! 


As you enter the final section of the lap, you drive underneath a 
number “9” sign that hangs above the track. At this point, look for 
the Mountain Dew® can that’s floating above the banked corner on 
the right-hand side of the track. As you did with the third Mountain 


CHECKPOINTS: NONE 
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MOST EFFECTIVE VEHICLES: EXOTIC, 
CONCEPT 
DIFFICULTY: NORMAL HARD 
° REVERSED HARD 
MIRRORED 


his is the most extreme, over-the-top and action-packed track ~ 
¢ to feature in Rush 2! You're given a huge playground that’s full © 
of ramps, ski jumps, and all manner of weird shapes that you 
can launch your vehicle from. Rather than winning a race, you aim 
to perform as many stunts as you can. Your current stunt score is in 
the lower right-hand corner of the screen, along with the best score — 
achieved so far. Points are awarded for the amount of time your car 
is in the air, mid-air flips, driving on two wheels, and pretty much 
any stunt that looks cool! However, it’s not all jumping around, as 
the Stunt track has the usual 12 golden keys and four Mountain 
Dew?® cans hidden in secret locations. Getting them all requires 
some of the most difficult jumps you're ever going to perform! 
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personal preference. Find a vehicle and setup that you're happy 
indicates, this track is all about stunts! Basically, this is a with; then get out there and see what you can do! With a little 
square arena filled with ramps, bumps, and anything else practice, you'll be performing 360-degree flips in midair and even 
that can send you car skyward! 180-degree, end-over-end tricks! 

There’s no right or wrong way to drive around the Stunt arena > ——— 
so it’s just about choosing your car and letting her rip! However, 
there’s still the serious business of finding the elusive 12 golden 
keys and four Mountain Dew’ cans. These pickups are usually 
found high in the air or after a sequence of ramps so you'll have to 
pull off some fancy driving if you want all of them. 

i Fear not—if you’re having problems, check out the next page 
7 | for a list of the locations of all the keys and Mountain Dew® cans, | —_—_—in*ecs—0e 
At plus extra information and tactics for collecting them. The best 

thing about the Stunt arena is that car choice comes down to —— BRS | 
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Drive up onto the huge road 

that circles the lower section of 

the track and follow this in a 

clockwise direction until it 

banks upward, leading to the 

higher section of the level. 

Here you need to reach about 

130 mph before you reach the 

top; this will launch your car : aca ‘ 
into the air. The key will be : — 
collected as you fly along! 


Use the large road that circles 
the lower section of the track 
to get up to the second floor, 
then locate the huge red block 
that lies in the middle. Now 
use one of the jumps that are 
placed at either end to jump 
in. It’s full of spikes, but you'll 
also find the key. A speed of 
around 100 mph is about right 
to ensure that you collect the 
key just before you explode! 


Go up to the second level of 
the track and drive to the 
three ramps—they’re green, 
red, and blue. Drive up the 
green ramp and slowly drop 
off the edge. As you fall to 
the ground, you'll get the 
third key! 


BEST 1 
— TOTAL 4 


Re 


Use the road that circles the 
lower section of the track to 
get up to the second floor; 
then locate the blue flags 
and the orange ski slope. 
Here, floating in the air near 
the blue flags, is the key. Use 
the ramps on the second 


floor to leap into the air and | —_ a BEST 1 
get the key. ie Ni wor sl AOL 7.\ Oe | 
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BEST 2 | 
TOTAL 5 


Drive up onto the second floor 
of the Stunt arena then follow 
the road that runs around the 
outside, To your left the track 
steeply drops back to the lower 
level where you'll find the key 
floating above the ground. 

Drive off the higher section at 
about 50 mph and you'll collect 
the key as you fall. 


On the lower floor of the 

level, locate the huge, blue 
pyramid. Now you can simply 
drive up onto the top of this 
structure, and the key is all 
yours! Be sure to take it 

slowly as you ascend the 
pyramid, or you'll jump right 
over the top! 


from the start, drive straight 
ahead until you reach the giant 
quarter-pipe. Turn to the right 
and you'll see a strange blue 
shape. You must use this to 
leap up and grab the key that 
floats above. Approach the 
Weird shape from the right- 
hand side, as you drive from 
the start position, and leave 
the ramp at around 120 mph 
fo get the seventh key. 


Once again, go to the second 
floor of the track, then locate 
the multicolored speed bumps. 
Close by you'll see a green 

‘amp. Approach the ramp from 
the side of the red flags and 
yellow ski jump at maximum 
‘peed (at least 140 mph). Make 
‘ute your vehicle is capable of 
‘uch speed. As you fly through 
the ait, you'll find the key 
Slightly to the right. 


TOTAL 1 


BEST 2 


_ TOTAL? | 
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‘TOTAL 0 
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On the lower section of the 
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track you can see a section of 
raised land. You can drive up 
the side to get onto this 
island with ease. If you use 
the banked side of the island 
to ramp your car into the air, 
you can collect the key that 
floats high above. 


On the lower floor to the left 
side, as you start, you should 
find a yellow ramp. If you 
approach this ramp from the 
side you start on, you can 
leap into the air and collect 
the key. You need a speed of 
at least 130 mph to reach it, 
so allow yourself a good 
approach run. 


TOTAL 2 
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On the lower section of sh track you'll 
find a red pillar to the right side of the 
starting point; the Mountain Dew? can is 
floating on top. Landing here is very 
difficult because the pillar funnels out at 
the top, but it’s possible. 
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On the lower section of the track you a fied 
a huge, green quarter pipe, and next to it 
is a second larger, purple quarter pipe. If 
you use the purple ramp to launch your 
car into the air and land on top of the 
green pipe, you'll find the Mountain 
Dew’ can. Use the screenshots to get the 


BEST 4 
TOTAL 6 


Go up to the second floor of the Stunt 
arena and locate the yellow ski slope. A 
red flag on either side marks the start of 
the slope. Now speed down here while 
keeping your car on the left side of the 
downward slope. You car will be launched 
into the air and you can collect the 


correct line out of the first pipe; this is the Mountain Dew? can as you float through 
most critical part of getting this Mountain the air. 

From the starting point, turn 2232; a 

the car around and drive into 

the bumpy section that lies 

underneath the second floor. 

On the left side of this large 

area, at the bottom of a 

banked section, you'll find 

the eleventh key. 

TOTAL 0 | 3 5 TOTAL 0 
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| BEST 0 
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On the dont i finer to the left side, as you start, you seid find a 


yellow ramp. If you approach this ramp opposite the side you 
started on, you can leap into the air and collect the Mountain Dew® 


Go up to the second floor 
and locate the orange ski 
slope. Drive over to the 
opposite side of the second 
floor area and drop into the 
canyon below! You'll find the 
last key. Use the map if you 
have any problems locating 
this item, as it’s a tough one 
to find! 


can that floats high above. This requires you to achieve maximum 
speed (around 140 mph) so give yourself the distance to build up 
speed, or you won't get the can. 
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he Midway track is easily the most fun of all the courses featured 
] in Rush 2—it's set inside Midway's offices and your racing car is 
reduced to the size of a toy as you race between chairs, tables, 
and huge Midway arcade machines, giving this track a unique and real 
fun feel. Like Crash and Half Pipe, the Midway course isn’t featured in 
the game’s Circuit mode, so you don’t have to worry about finishing in 
first place. Just zoom around the offices and enjoy the ride! 

As is usually the case, collecting the 12 golden keys and four Mountain 
Dew* cans isn’t easy. Although the Midway track is quite simple to race 
on, these collectibles can be a real headache. You need to hope for good 
luck as some items require stunts that are almost impossible to perform 
on demand. To learn which are these tricky keys and Mountain Dew® 


cans and which are easier to gather, read the following information. 
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Although it’s not a track in the traditional sense—there have never 
been real car races around an office!—you still have the ability to 
drive around in the reverse direction. The turns and obstacles are 
encountered in unexpected places so read the following to be 
forewarned: 

From the start, the backward Midway track is fairly simple as 
you can just follow the regular route of the office. As you reach the 
sharp right-hand turn, you can follow the main track or go straight 
ahead and take the shortcut through the mail room. This route 
Saves you time, but make sure you don’t get lost, or you'll lose 
more time than you could have gained! 

Now as you rejoin the main section of the track you come to a 
short straightaway so use this to build a little speed and maybe 
improve your race position. After a tough right-hand turn then a 
chicane section, the main track bears right. However, you can take 
an excellent shortcut to the left that cuts out a large section of the 
track and can really turn your race around. You'll be in a ventilation 
shaft that means you can push that little harder on the corners, as 
the sides of the shaft stop your car from crashing or losing speed. 

As you rejoin the main track you turn onto a long straightaway 
before making a sharp right-hand turn. At this stage the circuit goes 
straight on, but you can take shortcuts to the right or left by using 
the red-and-white ramps to leap into the small ventilation shafts as 
you did before. The left-hand shortcut is the easier of the two, but 
the one to the right is faster—the choice is yours! Both shortcuts 
rejoin the track at basically the same point, which leads to a 
straightaway. Finally, after an easy right, easy left pair of turns, 
you're back at the start-finish line. 
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his cool track is set inside the Midway office building, complete 


Because the Midway track doesn’t have the same kind of distinct 


with desks, chairs, filing cabinets, and huge posters of previous 

Midway games (see how many you can spot)! However, either 
this Is a giant version of their offices, or you're behind the wheel of a 
toy car because the furniture towers above you. 

While you may think that this will be simple, like the other special 
tracks, the Midway course is actually a tough and fun-packed course 
with as many obstacles, secrets, and surprises as in the real city 
Qi circuits. You'll find 12 hidden keys dotted around the building, along 
: with the usual four Mountain Dew? cans that also need to be found. 
Check out the info on the next few Pages to discover exactly where 
these goodies are! 
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landmarks the city tracks have, it tends to be a little more difficult. Try 
to use posters and the like to remind yourself of the speed you should 
be doing. Make a mistake on a bad corner and you could skid into a 
chair or locker, which is every bit as deadly as a subway railing or brick 
wall! 

Finding a car that suits this track is tricky. There are lots of corners 
so control and the ability to drift your vehicle are essential. However, 
don’t go overboard on this or you lose out on the straightaway 
sections of the course. Check out the cars we have listed in the track 
statistics section, then try modifying the tires to find a combination of 
control and power that suits you. 


MIDWAY 


From the starting line, go straight ahead. When i p12 | Dee Cf Once you have ciel the first ETO you 
you can see a large black plant pot on your left “ae ‘ 4 c arrive in a large room. You'll see a number of 
side, turn left. Follow this route past a chair and ; . ; : arcade machines to the right and some chairs 
into a white-walled area. The key lies in a dead- ng ok Pan : beyond these. Drive over to the chairs and in the 
end just around the corner. fe = ca betel | : far corner you'll find a key. 


After you have passed the first checkpoint and 
made the left turn that follows, be on the lookout 
for a left-right chicane section. At this point you 
should head for the purple wall and leave the 
main track. Go into the office section to the right 
and drive through the room. Veer right to go 
through the doorway and you'll see a red-and- 
white ramp that marks the start of a shortcut. 
Ignore this and turn left. At the end of this short 
corridor you'll find another key. 


Neen 


After you have passed the second checkpoint, the 
the Nintendo magazine sign. track bears right then left before entering a short 
At this point you should see it Reems, straightaway. On this section, be on the look-out 
a grate directly in front of : for an open doorway to the left. Go through the 
you. Go through here and : = . door. Behind the door is the seventh key. 
follow the ventilation duct; . 
you'll find the key around 
the next corner. 


From the start, follow the 
obvious route until you reach 


When you reach the bottom section of the track, it |, Sew f 69 579) 
At the start of the circuit, follow the main NUR 2 39 Gay) 006 ; curves left past a large “TRX” sign. Beyond this the a 

route until you reach a sign advertising a S i ; main track bears slightly to the right, but you 
Nintendo magazine. Slow down. On the salliieiel a ts upp should smash through the cones on the left and 
wall to the left you'll see a large ; ; i Y fm : ; sas into the office beyond. Follow this route until you 
ventilation grate (different from the one , Z ie ai Ses see Pass through a large set of double doors. The key 
you used to get the third key). Go through 2 —— _— ra is behind the door on the right. 
the grate and follow the path. You'll have J a a a — (3 

to make a small jump before entering a F ’ 

second section of the ventilation duct. Just 

beyond this you'll find the fourth key. 
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As you drive along the bottom section of the track, | >> 


you pass a large “TRX” sign that is followed by a 
straightaway. At the end of this section the track 
bears left, but you should smash through the 
cones and go straight ahead. In the distance you 
should be able to see a ramp; ignore it and veer 
over to the right. In the corner is another key. 


Along the bottom section of the track, beyond the 
“TRX" sign, is a straightaway. At the end of this 
section the path curves to the left. Instead of 
following it, speed through the cones and go 
straight on. In the distance you should be able to 
see a ramp. Use this to jump into a ventilation 
duct. When you exit this duct you find yourself in 
the Midway mailroom. Wait until you pass through 
the doorway directly in front of you before 
turning right. The key is behind a stack of boxes. 


After the third checkpoint you pass a large Rush 
logo on a blue background. Continue to follow the 
main track until you reach a large room that has 
lots of arcade machines in it. In here turn left and 
drive past a long line of Rush 2 arcade machines. 
By the vending machine directly in front of you, 
turn right. Behind the wooden box is the 11th key. 


As you exit the large room that contains the Rush 
2 arcade machines, you should be able to see a 
Rush 2 poster directly in front of you. Turn directly 
left and through the open doorway. The last key is 
behind the door. 
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Follow the main section of track until you 
come to a sign on your right that 
advertises a Nintendo magazine. The main 
track bears to the right, but you should 

go through the cones to the left. After a 
right-hand turn you'll find a red-and- 
white ramp. Go over this at about 100 
mph and the Mountain Dew? can is yours! 


Once you have passed the third checkpoint you'll see a large 
Rush logo on a blue background. If you drive over to this and 
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When you reach the bottom section of 
the track the course bears left, past a 
large VAPOR TRX sign. From here, follow 
the main route as it bears to the right. To 
the right you'll see a couch in front of a 
brown wall; head down here, along to the 
right. In the corner of this section, behind 
the Gauntlet arcade machine, is the 
second Mountain Dew? can. 


TY 


around to the other side of this logo, you'll find the final 
Mountain Dew? can! 


MIDWAY 


ca 


As you pass the third checkpoint you 

enter a straightaway. The track then bears 

to the right, but you should smash 

through the cones and go straight on. 

Follow this corridor and take the first turn 

to the right. The Mountain Dew’ can is at 
, the end of this short section. 
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ush 2: Extreme Racing has 

a whole stack of cheats 

that are all input at a 

secret “cheats screen.” All 
you.need is the code to display 
the screen, then choose a cheat 
and enter its sequence of button 
presses. You can have an 
invincible car, brightly colored 
fog, an invisible track, low 
gravity, and much more. Get 
ready to have fun playing around 
with this great game! 


ACTIVATE CHEAT SCREEN 

To activate the cheat menu, go to the 
“Setup” menu then press and hold the 
following buttons together: 

L, R, Z, C(U), C(D), C(L), C(R) 

An extra option will be added to the 
list so you can now select the cheat 
menu! 


USING THE CHEATS 

Now that the cheat menu has been 
accessed, use Up and Down to 
highlight the cheat you want to use, 
then input the corresponding code. You 
have a maximum of one second 
between button presses while 
inputting the following codes; take too 
long and you'll have to start over. If a 
code is on more than one line, it means 
you should release all buttons before 
inputting the next line. When it’s 
activated you can switch the cheat off 
and on at will, or in some cases adjust 
its parameters. 

Note that the C(R), C(U), C(D) 
and C(L) instructions refer to the 
yellow directional buttons on the 
joypad while the others are simply the 
relevant shoulder or trigger buttons. 


CAR COLLISIONS 

Press L, hold R and press C(R), C(U), 
C(L), C(D), 2 

This means you cannot bump into any 
opponents, passing through them 
instead, which is great on twisty tracks 
like those in New York! 


GRAVITY 

Hold Z then press C(U), C(D), C(U), 
C(D), C(U), C(D) 

Set gravity to “light,” “normal,” 
“heavy,” or “Jovian” to alter how far 
your car floats after a jump. 
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CONE MINES 

Press L, R, L, R, L, R 

This turns any cones around the track 
into mines—nasty! 


CAR MINES 

Press C(R), C(R), Z, C(D), C(U), Z, 
C(L), C(L) 

This turns the vehicles into moving 
bombs; hit a wall or opponent too fast 
and you go up in smoke! 


BURNING WRECK 

Hold C(U) then press Z, Z, Z, Z 
Lets you choose what happens when 
your car bites the dust—you can have 
burning, burning with smoke, or off 
(nothing). 


TRACK ORIENTATION 

Press C(U), C(R), C(D), C(L), C(D), 
C(R), C(U), C(L) 

This cheat means you can flip the track 
and pretty much everything else 
upside-down! 


AUTO ABORT 

Press C(U), C(U), C(U), C(U) 
You can turn off the auto-abort 
function that replaces you on the 
racing line after a crash. 


SUPER SPEED 

Hold L and R then press C(U), C({D), 
c(L), C(R) 

Does pretty much what it says: gives 
your car the ability to go much, much 
faster! 


INSIDE-OUT CAR 

Hold C(R) and C(D) then press R, L, Z 
Makes the back of your car 
transparent, making it look like it’s 
been turned inside-out! 


DAMAGE 

Press R, C(D), L, R, C(D), L 

With this activated collisions with walls 
and opponents don’t dent your 
vehicle’s bodywork. 


INVINCIBLE 

Press L, C(U), R, L, C(U), R 

This turns off the damage to your car 
completely so no matter what crashes 


wep «th 


you get into you'll still live to race 
another day! 


INVISIBLE CAR 

Press C(U), C(D), 
¢(U),C(U),C(D), C(U), C(D),C(D) 

Having an invisible car is fun but makes 
racing tricky, to say the least! 


INVISIBLE TRACK 

Press C(D), C(U), C(D), C(D), C(U), 
C(D), C(U), C(U) 

This turns the entire track invisible—it 
looks like you‘re racing in mid-air, 
which makes it impossible to tell where 
you should be going! 


BRAKES 

Hold C(U) and C(R) then press Z, Z, Z 
You can turn your car’s brakes off, but 
why you would want to is a mystery! 


SUPER 

Hold L and press C(U), C(R), 
c(D), C(L) 

Hold R and press C(U), C(R), 
c(D), C(L) 

This gives your car the ability to take 
corners so smoothly it seems to be 
on rails! 


MASS 

Hold L and R then tap C(U), C(D), 
C(L), C(R) 

Increase the weight of your car, 
decreasing its rate of acceleration. 


SUICIDE MODE 

Hold Z then press C(U), C(D), 

C(L), C(R) 

Touch a fellow racer and both of you 
go up in smoke; if any other opponents 
run into the wreck, they go up, too! 


DO THE MOUNTAIN DEW 

Press C(D), C(U), C(R), C(L), L, R, Z 
Turns all of the game's golden keys into 
Mountain® Dew cans! 


KILLER RATS 

Hold L and R then press Z, Z, Z, Z 
Any rats that you find become killers— 
hit one and your vehicle explodes! 
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STUNTS 

Hold C(U), C(D), C(L), C(R) then tap 
R, A, Z, Lb 

You can have the stunt information 
that usually only appears on the Stunt 
track displayed every time you race. 


RESURRECT IN PLACE 

Hold Z and C(L) and press C(R) 
Hold Z and press C(R) 

Hold Z and C(R) and press C(L) 

If your vehicle explodes, you can have 
it resurrected on the spot you bit the 


dust, instead of back on the main track. 


GAME TIMER 

Hold Z and C(D) and press C(U), 
Hold Z and press C(U) 

Hold Z and C(U) and press C(D) 
Gives you the option to turn off the 
race timer[EM]very useful if you're 
having problems making the 
checkpoints in time! 


NEW YORK CABS 

Press R, L, Z, C(U), C(D), C(U) 
When you're on one of the New York 
tracks, all of your opponents drive 
yellow cabs! 


FRAME SCALE 

Hold C(D) and press C(U) 
Press C(U) 

Hold C(U) and press C(D) 

Let's you increase frame scale rate of 
the game. Rather technical but not 
much use! 


TIRE SCALING 

Hold C(L) and press C(R) 

Press C(R) Hold C(R) and press CL) 
You can change the size of your 
vehicle's tires, so you can have monster 
truck-style wheels! 


FOG COLOR 

Hold Z and press C(D), C(D), ¢(P) 
You can change the fog to pretty much 
any color you want! 


+o order, call prima ai 
1-800-531-2343 


ush 2: Extreme Racing has 

a whole stack of cheats 

that are all input at a 

secret “cheats screen.” All 
you_.need is the code to display 
the screen, then choose a cheat 
and enter its sequence of button 
presses. You can have an 
invincible car, brightly colored 
fog, an invisible track, low 
gravity, and much more. Get 
ready to have fun playing around 
with this great game! 


ACTIVATE CHEAT SCREEN 

To activate the cheat menu, go to the 
“Setup” menu then press and hold the 
following buttons together: 

L, R, Z, C(U), C(D), C(L), C(R) 

An extra option will be added to the 
list so you can now select the cheat 
menu! 


USING THE CHEATS 

Now that the cheat menu has been 
accessed, use Up and Down to 
highlight the cheat you want to use, 
then input the corresponding code. You 
have a maximum of one second 
between button presses while 
inputting the following codes; take too 
long and you'll have to start over. If a 
code is on more than one line, it means 
you should release all buttons before 
inputting the next line. When it’s 
activated you can switch the cheat off 
and on at will, or in some cases adjust 
its parameters. 

Note that the C(R), C(U), C(D) 
and C(L) instructions refer to the 
yellow directional buttons on the 
joypad while the others are simply the 
relevant shoulder or trigger buttons. 


CAR COLLISIONS 

Press L, hold R and press C(R), C(U), 
C(L), C(D), Z 

This means you cannot bump into any 
opponents, passing through them 
instead, which is great on twisty tracks 
like those in New York! 


GRAVITY 

Hold Z then press C(u), C(D), C(U), 
C(D), C(U), C(D) 

Set gravity to “ligh normal,” 
“heavy,” or “Jovian” to alter how far 
your car floats after a jump. 
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CONE MINES 

Press L, R, L, R, L, R 

This turns any cones around the track 
into mines—nasty! 


CAR MINES 

Press C(R), C(R), Z, C(D), C(U), Z, 
C(L), C(L) 

This turns the vehicles into moving 
bombs; hit a wall or opponent too fast 
and you go up in smoke! 


BURNING WRECK 

Hold C(U) then press Z, Z, Z, Z 
Lets you choose what happens when 
your car bites the dust—you can have 
burning, burning with smoke, or off 
(nothing). 


TRACK ORIENTATION 

Press C(U), C(R), C(D), C{L), C(D), 
C(R), C(U), C(L) 

This cheat means you can flip the track 
and pretty much everything else 
upside-down! 


AUTO ABORT 

Press C(U), C(U), C(U), C(U) 
You can turn off the auto-abort 
function that replaces you on the 
racing line after a crash. 


SUPER SPEED 

Hold L and R then press C(U), C(D), 
C(L), C(R) 

Does pretty much what it says: gives 
your car the ability to go much, much 
faster! 


INSIDE-OUT CAR 

Hold C(R) and C(D) then press R, L, Z 
Makes the back of your car 
transparent, making it look like it’s 
been turned inside-out! 


DAMAGE 

Press R, C(D), L, R, c(D), L 

With this activated collisions with walls 
and opponents don’t dent your 
vehicle’s bodywork. 


INVINCIBLE 

Press L, C(U), R, L, Cc(U), R 

This turns off the damage to your car 
completely so no matter what crashes 
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you get into you'll still live to race 
another day! 


INVISIBLE CAR 

Press C(U), C(D), 
C(U),C(U),C(D),C(U),C(D),C(D) 

Having an invisible car is fun but makes 
racing tricky, to say the least! 


INVISIBLE TRACK 

Press C(D), C(U), C(D), C(D), C(U), 
C(D), C(U), C(U) 

This turns the entire track invisible—it 
looks like you're racing in mid-air, 
which makes it impossible to tell where 
you should be going! 


BRAKES 

Hold C(U) and C(R) then press 2, Z, Z 
You can turn your car’s brakes off, but 
why you would want to is a mystery! 


SUPER 

Hold L and press C(U), C(R), 
C(D), C(L) 

Hold R and press C(U), C(R), 
C(D), C(L) 

This gives your car the ability to take 
corners so smoothly it seems to be 
on rails! 


MASS 

Hold L and R then tap C(U), C(D), 
C(L), C(R) 

Increase the weight of your car, 
decreasing its rate of acceleration. 


SUICIDE MODE 

Hold Z then press C(U), C(D), 

C(L), C(R) 

Touch a fellow racer and both of you 
go up in smoke; if any other opponents 
run into the wreck, they go up, too! 


DO THE MOUNTAIN DEW 

Press C(D), C(U), C(R), C(L), L, R, Z 
Turns all of the game’s golden keys into 
Mountain® Dew cans! 


KILLER RATS 

Hold L and R then press Z, zZ,2Z,2 
Any rats that you find become killers— 
hit one and your vehicle explodes! 
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STUNTS 

Hold C(U), C(D), C(L), C(R) then tap 
R, A, Z, Lb 

You can have the stunt information 
that usually only appears on the Stunt 
track displayed every time you race. 


RESURRECT IN PLACE 

Hold Z and C(L) and press C(R) 
Hold Z and press C(R) 

Hold Z and C(R) and press C(L) 

If your vehicle explodes, you can have 
it resurrected on the spot you bit the 
dust, instead of back on the main track. 


GAME TIMER 

Hold Z and C(D) and press C(U), 
Hold Z and press C(U) 

Hold Z and C(U) and press C(D) 
Gives you the option to turn off the 
race timer[EM]very useful if you're 
having problems making the 
checkpoints in time! 


NEW YORK CABS 

Press R, L, Z, C(U), C(D), C(U) 
When you're on one of the New York 
tracks, all of your opponents drive 
yellow cabs! 


FRAME SCALE 

Hold C(D) and press C(U) 
Press C(U) 

Hold C(U) and press C(D) 

Let's you increase frame scale rate of 
the game. Rather technical but not 
much use! 


TIRE SCALING 

Hold C(L) and press C(R) 

Press C(R) Hold C(R) and press lt) 
You can change the size of your 
vehicle's tires, so you can have monster 
truck-style wheels! 


FOG COLOR 

Hold Z and press ¢(D), ¢(D), ¢() 
You can change the fog to pretty much 
any color you want! 
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Electronic Entertainment 


=) Fast stats on all cars 


f=) High-speed racing tricks 


, All sneaky shortcuts 


and hidden keys 


WETS of all 11 tracks— 


from Manhattan to 
Hawaii—including 
speedway loop tracks 
and stunt tracks 


(*) Locations of all 


Mountain Dew® cans 


‘ Hivery racing 


gecret revealed 


Rush 2: Extreme Racing USA™ & © 1998 Atari Games Corporation. A 
rights reserved. MIDWAY is a registered trademark of Midway Game 
Inc. Game distributed by Midway Home Entertainment Inc. under 
license. Used under license. 


The Prima Logo and Prima Publishing ® 
are Registered Trademarks of 
Prima Communications, Inc. 


www.primagames.com 


Platform: Nintendo 64 
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